THE 



January 1995 £3.95 {DM 20; Lire 12,000) 






FIFA INT L SOCCER 

23.49 



THEME PARK 

23.99 



ARCADE POOL SSNSJftLE HftWLD OF SOCCER SUPER STARDUST 

FJ9or11JS«ob 19.99 toMtamaicm 



cannon fodder 
settlers t2 

Chaos engine 

BEAU JOLLY" COMP 
25.99 




Mm 
championship 

manager s3 and 
update disk 



Rise OF TH E ROBOTS TOWER ASSAULT 

27.49 ot? 25.99 auw 14.99 on 1 999 taw 



CHAMP M&R COLL 

13.99 




THE SETTLERS 

16.99 



U ro CANNON FODDER 2 PREM MGR J PREM MaR i 

23.99 aimoI 9.99 ckjz 19,99 8.99 16.99 




MONKEY ISLAMDZ 

12.99 



MORTAL KQMBAT 2 BANSHEE 

20.99 ' 18.49 a uoo 18.99 era 



GUARDIAN 



CANNON 
FODDER 



SPORTS MASTERS 

13.99 



SIM CITY 2B00 

23.99 Aizaa 



' SAVE 



RISE Of THE ROBOTS 

23.49 com 



GUARDIAN 
18.49CD3J 



CANNON FODDER 
21.99CD32 




UTIL DIVIL 
18.99 COM 



SIMON THE SORCERER 

23.99 CD3z 



PIRATES COLD 

15.99c.D3z 



megarace 
23.99 cd32 



PLMMSK HOTt 

HOf : mU! not warl on i $00 

Ww AtOO «r A1160 
HOU -- kM iiet wwk «r 4J240 
I Ml ■ ttqulrti I Mi of MM 
mWfttm 



A 1200 GAMES 



JUjUxn so is 

ALFHEOCHICKEN 17 » 

ALIEN BREED I IB 99 

BANSHEE mill 

HCO v BLOWS .. ..MM 

&nn> mows galactic i«9* 

UHUTALFOOTBAnCF.Ltl.KL .1^49 

CAPTIVE 2 ■ LBEFLATION £099 

CIVILISATIOH AJA 16,99 

DETROIT 2 iij 



DREAUWFfi 

DUNCE DM MASTER J. 

EXAE 

' *LCS OF GLORY .. 
FOOTHAll aUMN 
".J*HDl*»i 



23.H 
20.49 

H J, 
23.59 
JAM 
23 59 



CRAMP MANGER COLLECTION 

IDItM ♦ UPOATE QlS*J 1 MB 11.99 

CHAMPIONSHIP MAHArtFR ITALIA 
91B4 1 MB >5 .09. 

Championship manaof ''■ italia 
'-pdatediskimb- i(m!) 

CMADBENGhE 9 59 

CIVUSATlCNl MB, 1799 

Classic collection ■ delrhini 

iFLAShRaCK CHJlSi POP A CORPSE. 
ANUTHERWGULD (lPFRATON 
STEAiTh.FuTuhEWARSI 1Mfli.. 11.1* 

CLASSIC COLLECTION - LUCAS ARTS 
IMQNkFy ISLAND. TOY JONES £ 
I ML LAST CRUSADE, LOCAI UAh|kAC 
MANSlCtl. 3AK MOHACJUEN) 
I MB- 1949 

GLUBFOOTRALL 1MB 19 49 

C0MHA1 CLASSICS 2 

ISkENT SEHY1CF & Fin STEALTH 

FIGHTER. PACIFIC ISLANDl 1 MB 79.pt 

COMBAT CLASSES J 

(HISTCflTLmt CAMFA1GM 

GUM5HIP 204)01 1MB- J I 55 

COQL 3P0T 



FIELDS OF GLORY 

20.99 cos? 



BENEATH A STEEL SKY 
21.99 CD32 



MEW YIOPLD CF LFUMlNGS I ME- 13.99 
NC* "LOOS GOLF 14.99 

■UN THE BALL 

Lf ACIJF EDTTKJN 1 MB |R3» 

- WORLD CUP EDITION 1 MB .. . IB.99 
OVERDRIVE 1 M» *J9 



OyEHLOhDIMB MM 

PATRICIAN 1MB .. ...Sa^tl 
PfiD, EUROPEAN TOUR 1 MB 14 45 

FflATKXJflCXkF 11 IB 

P1NIALL DOUBLE PACK 1 VI I 

FINRAl I CREAMS* FANTASIES 1Y.4* 




'■INUALL DHEOHE. I MB .. 

PtNBALL FAhTAKlFS .. .. 1391 



1399 



HEUCA1L 2 ■ BANE OF A5GAFO Jl ■« tWHHlUpnON iM^CHOLLSi 



IMPOSSSLE MISSK1N .29 99 

ISHARJ-tEGlONSOFCHAOS IK 99 
.AMES POND COLLECTION 

I JAMES POND 2 B. 3t 1J99 

JUNGLESTH1KE i9.<0 

KICK0I-P 3 IB IS 

UONKINQ 20.43 

MIOwTYMAX 1)99 

CM THE BALL HAPfiCNVEONLY 

- LEAGUE EDITION ... 20 4B 

■ hVOHLDO-P EOlTlOM 2tHB 

PC* EUROPEAN TOUR 1545 

PftFMfR MANAGER 3 1S 90 

HISE OF THE fiCBCTR 3.B9 

FflAPKlUL- »(9 

SAEflETEAM -B.JS 

SIMCaTT2!BC a:i» 

SIMONTHESORCEFItFl !3.» 

SIMuhlTHt SOHCEREHJ . . zj * 
3KSLETCN KREW Z|.M 

snr:CEfiKiO 1«|B 

STAR TREK ■ 3STH dMsiVEfiSAHV- 

IHARfl C*1UL ON-yi a M 

i'-BrtARKWl- ....23.4B 

Sl,*"E« SUKJUST 1SP9 

TFX . H.» 

TMEMffAjW M99 

TOPQEARJnUEOl ... 

^O ■ ENEMY 1 UNKNOWN Ti 9* 

WEMBLEV-MNfLSOCCBFI 17.4* 



21B9 



CRICKET MASTEflS :LSPi1 MB i 
U-UAT IIMP"ES5ICNS| 1 Ufi 

DAWN PATROL I MB »H 

DESERT 5THIKE1 MR 

DFTHO-TiMB 

DOCFIGHT 1 MB 
ORA0C«SrONE . 
OREAMtVEB 1 MB . 
CtlhF 1 MU 
ULlNEi I MB 

FLfUANW ItG. 

ELTTE ... ... 

EtlTC ZrFRDNTlER'l 1 MB 

EUBRVI":. ■ 

L*b OF THE BEHOLDER 1 MB 

EVEOFTHFBEMC1.UERSIM 

I I .'DOMARKl 1 MB 

F117A STEALTH FIGHTER 2 1 MB l!.ft* 

> €LDE. OF GLORv I Wl 23 « 

FlFAINTNl. SOCCER I UB 254H 

l'XirB»LL-5LCRy ME-. 1999 

FOQTRAIMUASTERSCE5F*. I MB US M 



police Guest 3 1 ms , 

POWEHDRlVF 1 rJf. 2Q4S 

nOwtHWONGER. 

^VWl DATA ,T3Ki70l£J 11.40 

PflCMIER HiSACER 2 1 MB , ,„ I 99 
PfieklFRlwNAtiLHS 1MB'. .. lrl= 

PRINCE OF PERSIA 1 Mil 6.95 

RAH ROA0 TYCOON I MB INOPt 1 1 £f? 

REACH FOR THE SKIES M «9 

- HI ■ ML' :; I. 

RISE IVWE ROFWTS 1 MS ■ .. ZJ.4U 

BOADPUAH , :M q 

HOJRKE^ DRIFT . 7JB 



ruff <nf tumble 1 mh *. i«4B 

HUEBT LEAflLlFGOACH I NB . . 18.M 

&ALWETEAM , , 1B.B9 

1C99 SCFUfiaLElUSGULDl 19 4(1 

21*} MCOND SAMURAI t MB (NQiri .. B.tS 

12.99 SECRFTflFHC^*(LT:!iLAM]IMH.. U #J 

rS» SKFETDFMOMKEVISLAkDjI MB 12 99 

.22.99 5ENSIQ.E ■nm F I MJ .. , ill 4* 

'mm SENSIBLE SOCCER 

9&9J REASON . 4 VI 

iNTtHVUTlONAL EDITH* I l* 14 99 



WW 
... TJt 



1B» 
1Z.A9 

■:■-, 

■ T.99 



SEMSEtEWCFLDRFSCCCEHIMB 19HS 

SSTTLtnS 11.PJ 

SHADCWORLQSftolJl |H 

31 EWW SOCCER 

.>VORl.D CUPFniTONI I VB . 17.AH 

■\\\ LN I ybHVCE Z 1 MB 11 99 

SI" CLASSICS UN 1 

(sim cirv classic. Sim lfe, 

SUAVTi I MB Z.J99 



FOWULAI GRANDPRIk 
FC*5JJLJLA I ■ WORLD CHAHP 
EDITION' .... 
FORMULA I MASTEHSIMBf 

■GOAL 

I j^ C/HAHAlM OOOC+f ■ TEST MATCH 



AMIGA GAMES 



AIHAIN I ug - 1Q9 

A.TRAlh * CC*lST Hi.1 I MB .. UM 
A T ft ITEAA* I7| 1 MB * , , 1J,49 

AID TAf* klLLEK I MB 1l.pt 

ALILN3 lH 99 

ALIEN BREED. *, r 1MB 9.4* 

ALILN BREED f \UB.. . \1m 

ALIEN BfifEO - TolTEH ASEAULT I 4.» 

ARCADE POOL 1MB T99 

ARCHEfl MACLEANS POOL lm 

AHMOURGEDDON3 1 M8 .1949 

AWABO WMNEAt 3 1 MB 

SfVtLttAliSH, BLitE a. lemmnh -nn 

AWARD WINNERS COLD 1 MB 
EENSjRi F KiCCEH. ELITE. 
JHWY(*HITEE SNOOKER 7l"rflL 



SPECIAL I MB 
GLHJKHIP2D00 1MS .. 
FCAHT OF CHINA 1 MB 

hEIUC*LL 2I»* 

liLHOOUESTJ 1 MB 

HIREC-CJUn6 I MH 

Illi-OHVLINE 1NIJ-1* 1 MB 



134B SIMONITTiESOfCfnEfll 1 MEG) 21.00 

9M0N THE SORCERER 3 1 US 11 99 

2D.99 EKID MARKS 1 MR .. 1J.Q0 

1B.H SKID HARKS DIATA3-SK IMP, 13 99 

.. B.B9 5LEEPWALKEH g.H 

SOCCER KID 9 99 



'B,95 

. n.e» 

IZ99 
. .n; 
. IC99 

11M 
.ZI9S 



H0O* Aire 

HUNTEfl IhOia i .. . ,,.,., I,H 

IMPOSSIBLE MISEON 1 MB ... 3l>A9 
NQANA JONES FATE C* 

ATI AN I IS AOvEtNTUC 1 US i>4 4g 

•ITHL BUOETH CHAiLI»*l ., ..B.B9 

•Sl-lA»"ra | MB lug 

ISHAR3 1MR 20 99 

JOHN MADDENTSLT/.Bl FOOTBAu 1319 SUFEH SKIDS 



I 1*9 
. *99 



SFAjCE LEGENQi 
iVUNf! OOMMAN 
MEJGATRAVELLER, EllTFl I VII 

SPACEOOES.T4 I MR 

SI'ICIALPOHCES 1MB . 
&PEEOBALL1 A :■ 

SfMK MASTERS 
IPGAGOLF ftDr ^iXl ^VANTAGE 
T{HHS EURO CHAMPS -SWI 1 MR 13,99 
STABLE MAE-ERS i ESP. 1MB- 19 99 

STARLOROlMB H« 

STHEETFlGHTERi I I 44 

SUPf R FROO I MB 14) 9» 



ALItN BFEEO TCHVER ASSAULT 1999 

ALIENE«EE{>S'Ei,aWAK rl» 

AII.1IJI.1N NIGHTS {AQAi || 99 

ARCADE PCQl 11« 

HhUUIEL & SKNNER • Z| Bf 

&4NSHFF It-ge 

BATTLEOIESS . . . 19J.H 

BFNEATM A STEEL SKY. ?1 99 

BRUTAL fSOOTTJAlL 19.40 

flUBAViNSTIK 12 99 

aUBSLEANDSClUEAK I0.» 

Cannon fodder 2199 

CAPTfjES-klKHAfON 2Sjh> 

CD LXCHAhGE IVQLUME 1 1 
CDUPLATlON OT St.A«L=WAHE 
"HU^LBLCDOMAIUSnnVlilHC UJH 
CHAOSFlNGlNE 1709 

Chuck rock j. irh 

DiTlFmERATClN 17 m 

DLSFOEABlE HFRO 13.BB 

:H7t - Tl-t BIG S4X ■ .. „ 12 W) 

OONK .. , ... Ii.4* 

CflAOOlS I GfTE ..... 1(99 

DHEAMWEB 23.9i 

ELITE Z IPHDMTIEHI 1499 

FIELDS OF 04.ORV ...ZO» 

Fim; anu ile ._..._, irsB 

FUHyQFTHEFuBfllES 1&9« 

OUAHWAN 1B.4B 

•BLIN5HP MO 1J.M 

KblMDALLS-BANEAFASGAHD ZI.S9 

irUHAAlS I 4 Z ,na9 

IMI-'OESIBLE MS5IC** 19 99 

JAMESPONB3 iJ*» 

JLWJLE STRKE I94B 

KtCXCFF* Jiflo 

KU CHAOS 19 99 

LARTPlNTHOFT** Vj.m 

LEVMINQB t.H 

UTlDlVIL.. 1BB9 

^OTUSTPlLCGlf ILDNJS I.J. 3| 1B.H 
WAN Ul D PREMIER CHAMPifihS IB 99 

MEQAfiACF HO* 

FjlCHCtOSM 32 99 

WTTH PHRASF BCO« SOW 

NICK, FALLKHS GOLF .. ... 2) 90 

OVEFKILt .1 ll.Jr*l"4-C 19H 

Pf*ALL FA»n.*SIES - 1399 

FihKIE ... 1SL40 

PlflATtS GOLD .. 1199 

POVlERWll'F ... 1».0O 

"IKJJLCT !(5JE AFirCHALLENG! 17 99 

ft3EOFTHEflC*OT4. 33*0 

n3AT>KILL> Z0 99 

FOSOCOOiiAMESF'ONDZl . .. l3.» 

SABHEIEAH 1999 

SECON3 EJAHUnA .. IB» 

SEEK i DESTREi' IT 99 

SENSBLE ROCCEH -IWNL EaiLOH 17» 
BMSM FT* EORCERai 



A1200 APPLICATIONS AMIGA EDUCATIONAL 



• RILLIANCE Vi ACA 

PREMCR PHOFESSlCflALAHT PAChtAfJC 

I2MB. HAHD DRruE fiEQUIHtO) 11 3d 

VI ETTA FflO lUTEj 

CUfATE SPECTACULAR VIRTjAl HOH.DS 

WITH THIS POWERFUL SCEfCHV CHEATOfi 

AND ANIMATOR i?MB HAT4[l IJHIVE REOLWEDI 2t$Q 

WORDh£HTTHV.;iC4 

IMORD fUEUSHER 1 1 MS EeTFFhul LUSH 

OR HAFD DRIVE REQLWEDI 3999 

WORUfcORTMYJ.! MA 

PPEMEH TOP OUAllTY WCflQ JUB4JEHER 

?UB, EjTEfihBL DISK OR HARD DRIvF PEOLlHtO; BT.98 



NKJiNATiOml CUHHICULUU 
ID OUT Of HI - DRIVING. TEST (16,1. 
11 MB INST*LLABLE... 



life 



AMIGA APPLICATIONS 



AMO£.FftC*bKSlHNAL 
PX)WI.HFULGA14EB CREATOfl 
II M2-. INSTAIIAHLtl 
AM09,-eC44PlLER PPJOFESBBhlAL. 
COMPILES AhC SFFFRS Jf PHOGRAMS 
WHITTFN >M AMOS. EAST AMOS Oft ftUOS pnO 
41MB.«JSTA1:La°iF. 

AMOS- CHAT I 

ADDON EXTENSION TQ AMOS OH AMOS PHD 
G/YlNCOvEn I BO NEW COMMANDS AND 

INSTRUCTONS 1 1 Wi. IHSTAUJBLEl 

DATAS.T41RE DATABASE S-VETEM. 
^IMI-VE TO USE. FUUV FEATURED DATABASE 
SYSTEM (1 MR.INSTALUflLE)i .. . 
DELUXE M»ffl 

YLHV POWERFUL ART MJ.J AWIUATIDH 
PAWAOEWlTH EXTENSrVE FEATURES 
A BEST SEJ.ER AND A TOT> AWARD WIMNER. 
.1 MR INSTALLABLEJ 



10 OUT DF 1 . EARLV BS54ENTIALB O T). 
IDEAL FOUNDATION FOR CHLOREN TO 

BULDOH. |1UEl. WSTAUJ1BLEI IS99 

10 OUT OF 1« - INGUSH IBIS). 

H-C l>MB INSTALlARlE: 19H 

IL> OUT OF 111 - F«NCN 4B-1S). 

NATIONAL CCHHICUL JM ATTAINMENT 

TARGETS lb I ' M£k INS'ALLABLEl 19.99 

ID OUT 0* 10 ■ JLKDIOR EESENTIAXSljllh 

BULDING FOLfcOATlOhS TOH MANfAHEAS 

CFT^E^n.vj^LcuFiF^^iin, ntfa 

INSTALLABLE! I 9 99 

19 OUT OF 10 - MATNB NUMBERS |H. I K| 
NC I'MB. INSTALLA6UE} 



JUH EHQLI3H 11 1 . 1ZI 

ALU t HI Mf" \i 1 I" ■ T 

ACM GCSE ENCLiai.PA,eK, 14-16! ! MB . 

Atll CCSE FREKH PACK ,'14-101 ■ Ma 

ADIQCSEMATWIpAcKd'I'IBl I MB . 

illl AIMC'P REACH!) -i-M 



19 99 

19.B9 
1».0t 

n.99 

W.» 
33.95 
|S« 



ALMHS PUEZLta |M0 TVlO GAJVES TEACKIW3 LOOK; 
?PF.lH*JN0 9E*0«ri FflE5G4Uf.t)IJLHt'l 



FUN SCHOOL 4 i-jr. 1 
FUN SCHDOl 4 , ? 
FLAN SCHOOL 4 |7*h- 
*L#l3CH(10l.sPf:CIAL 
»W SCHOOL SPECIAL 



WE=lLlNS«AI>lii.'. 



■3*BlLWQ FAIR .7 I 
MI0P4D ENGLISH IH TD ADULT 1. hie I MS 

MICBO FREnCM IB TOADLLTl. 
N'C. WITH SPEECH 1 MR 



15*1 

"99 
17.H 
1T99 
l> 1B.B9 
1fl.«t 

■ 4,9* 



T»* 



JUNClLE STRKE 1 MB 

JURASSIC PARK I MB 

Ki40|UTC«'1AZv"l* 

KM. 

MJC4<aFF3 



211.99 
2-1.99 



BACDEL 1 KINNFP I MR ■ .. 
BEAU JOLLY CONPILATION 

(Cannon FocceR.SFTTLERS 

CHAOS ENGINE T3} I ME . 

BENEATH A STEEL SrtV 1 MP. 
BENFFACTOPI .. 
BLACK CRV'T I MB 

BLASTAA I MB 

POPTBLQW&1 MB 999 

3COT FLOWS CiALAC'lC I MB .. 17.49 
tlOKING MASTERS ;E3P| 1 MR 
BHUTAl FOOTBALL 
BUBBA'H STI* 

BLJMP -N- BURN 

BURNTME • 

CAAJFAjCN ■ MB 1099 

CAMPAIGNS 1MB ZJ99 

CAMPCMFO0OEM 1MB iJ.94 

(JSNNON FODOEHJlMB 19 99 

CHAMPUANACfS»M*IMB 9.H 

O4AWP10N5HIF MANA3ER94i9i 
{END OF SEASON CA'A DISK I 1 MB 13.49 



KJOCHAC* 1,. is 

KINGMAKER 1 MP. . ... £|.BC 

KlNOS aUEST E 1 MB 14,4 

KIHGBCKJEBTBI MB 
kNiChTS OF THE SK¥ 1 iB 

LA9EHS0UA0 o.» 

LEGENDS DF VALOUR I MB 1NO1ZI II SB 

LE5URF SUIT LAHHY I I MB 11 49 

LL'SUHE SUT JRRy :1 1 MR 1Z4B 

LEUMIhJCS? t.H 

LWKS • IGCLFl IHAHD DRIrt 

REOjAfDMl* 

LOMBARD RAG RALLY 

LORDS CF TfC REALM I MH . 

■E99 10TUS3 1 MB(NOIl) 

IS«? LURFOFTHE-tMPTRE&SIMB 

» MANCHESTEfl UNITED 

MA4ML.T1Q HHEMIEP LEAGUE 
CHAMPIONS 1 MR- 
MAN IJTD PREMIER CHAMPS 
DATA DISK 1 MB (.99 

MC4=0U*O»<S 1S.90 

MOHOFOLY ... IB 19 

MORTAl KOM6A1 1 MB 20,49 

MORTAL KOA93AT S I MR ■ zo 99 



. 14) 43 SKIDMARKS t EKTFIA CAHB 1 
1 1 99 TFUCKSl 1 PJB . 

.1340 S*lv<«OP) 

1149 SYNDICATE 1 MB „ 
1E-.4B TACTCALIMMNAQEH 

■ ENCiDSH LEAQUE I MB 

■ ITALIAN LEAGUE IMS 

TETPIS-7COLQURS 

ZZ.99 THERIU(=*TH£GHEY1MB. 



it 19 

.2Z9S 
.1149 
10.49 

.. T.M 



19 99 



12.40 

.. g.B* 

.21.49 
1399 
11.4$ 

E99 

. 19 99 



Tl* GREATEST 

(JIMUY WHITES. LLAE OF THE 

TEMPTRESS. DUTJEl I MR 

THEUE PARK I ufi 

THAI'S N THEASUHES 1 MB . . 

ULTIMA i IhOlS).. 

MM -I '■■.:( • MB ... 

VALHALLA I MB 

VALHALLA 2 1MB- 

WALKER 



20 49 
..199 

£3.99 

1B.49 

IB, 99 

. 'B.99 

J I «v 



1 : !•• 

. 23 99 
16 09 

... 4.M 
ZZA9 

HI. 



SKElETOM H.REW |l__ 

SOCvER KC-. . . 19 99 

SPESDBALLZ- 1J.49 

STP1KER ... I2.BB 

5UBWAR20J0- ,. JOiJS 

Super fhoci 1199 

SUFEH IOOPZ . . . 1B» 

SUFEH STARDUST . 'B.99 

TOPMAR2 .._._.. „ |B ji 

TRIVIAL PURSUIT u.» 

UFO - ENEMY UNKNOWN 10 99. 

ULTIMATE BODY BLOWS, 

IBOOY BLOW? K G*LACTC) ... .19.49 

UUlvFRSe }|9() 



9CLUHE PAINT 4. 

EKTENSiVFl.l-lfcArUHED. DEBION, PAINT AND 
WMAJATE IN UP TO 4094) O0LOUHS WTI*H HAM 
MODE 11 MP.. INS1ALLABLE} 

DELHI! 1'AINT 5 

mEMERAHT DESlON AM.1 ANIMATION 

_ PACKAGE 'LATUHINGFUU JtBITTBut 

jjgg COLOUHROBEniTllJO 1Z MB. IHETAALABLf 



MICRO QERMAN ,■( TO ACOLT 1 . 
HC WTH SFEECM I MB 
■AKHOMATHS.l',! MC 1 Ml 

WJDDVS BKt AHYENTIARE \3 1 1 

,1 MR ir.S'A.LABLEi .. . 

NODDY'S PLAYTIME;:.!, 1 EDUCATIONAL' 

AT|',EN1UHE (I ME. INSTALLARLE) ... . 



. 1B.H 
1»M 



VITAL UGHT . 
VlEWllFVMTVLSOCCEH 
WILD CUP SOCCEH 
WDHLBI UP I if).: 

fflOL 

2CKJLS 



IB H 

19.99 

19.99 

■II « 

. 12.99 



DIGITAL VIDEOS 



Special heseaye top mi pum 



HF'CCALYPSENOrt lljl 
5TAHTHEK VI|*Gl 
H99 SLIrtRllBl .. .. 

Iti MUMTFqRBEDCCroiER^IS, . 



WEUBLET • PUGBY LEACiUE I MR I T 49 THE NAKED QUN (ljf 



WINC COMUANQEft I I MB 4L*» 

WONDERDOO (BE 

WORLD OIP YEAR U 
IGOAL. CHAMPMAWAGER9*. 
Iia-A DIEK. STRIKER. EENf.rtll 
EOOCFHl IU9 IB.B1 



MRBlCiBBT 13.W 



.'11 ... , MU ' ,",! ~ 

ZOOL1 MB Btt 

MOLSHM 9*9 



GHOST <1J) 

TOP GUN I" Pfll . 

ADDAMS fHMM VALCES 1 PGl 

PATPIOT QAMES I ■ M 

DAFFY RUCK AND PPKENDS (Ul 

"CAliTroRFHEE-TfiPAGT 

COLOUR CATALOGUE 

0279 600204 



17 99 
IS 99 
17.99 

!l I, 

17.99 

am 

1999 
1*99 
I ; ■',', 
1DP9 



WCflKLltNCH2.DAH* 

PSK EXPANDER 

A Fl FVIPJ.E AND EASY TDUEE DISK DOUBLING 

SYSTEM FOR ALi. DRIVES INCREASES 

STORA0F SPACE (1 MB INSTALLABLE) . JJ.99 

FINAL VRITER IHELEASE 3|. 

CCflFSEHEhSluE rt&Uf PUBLISHING, SYSTFM 

IHTmCJVER 100 FHEE TYPEFACES. 

|2 MB MmMl 1L1 J M9 OR MORE 

RECOMMENDED HARD OftvE REOUIHEDI .. 69.99 

HAJHA BARBEHA WWI A TI O JI WORKBHOP. 

EXOFLLENI ANWATK3N PACKAnFC*P*LJLE 

OF CHEATING CAftTlOONS AND QUALITY 

ANIMATIONS 1MB ... 29.9s 

HC4K ACCOUNTS. 

BEST SELLING MOAC 1 MANAGING PROQHAU 

IINSTALLABLE) ... IMCLIIV4BLE VALUE .. ..2.9* 

KINDWOBDSJ, 

FULLY FEftTUHED VALUE FDR MONEY lYOK) 

FUBLSHER 1 1 MB. INSTALLABLE I ... . y.01 

wugpua 1 

CdWLE-E SPREAnSHFFT. AuSlNESS 
QPAPHCS P*A> DATABASE SYSTEM 
(I MB INSTALLABLE 



PAINT POT 2(4.101 AW EnClTlNG AND FUNNY 
57.E4 ART PACKAyt FREE GAME '^LICHFFl 



TW"CN WHERE WHAT. >. H| ENCllNVTIhCi AND 
CDMFELllMSOAMfcS. FHEEOAUE IrtXJCKR 



AMIGA BOOKS 



A TRAIN OFFICIAL STBATEGY GUIDE . .. 
,1UI(.; A DCS REFERENCE OUlDt l4THEOniON| 
AMlCA CAM(S. HI1IIS. TIPS. CHEATFiAND 
AUVENTUHE SOLUTIONS 
AMIGA HARDIMIVES HSIDER GUIDE. A 
COM 'KEhENSIYE AND THOROi>mh OuiDE TO 
GETTING THE BEST FFpOM YOUR HASDOHIVE « 

AMDS IN ACTION |A COMPREHENEIVE GUCC 
TOUSWj AMOS WITH EKAMPl FR| 

CANNON PDDDEJR OFFICIAL CUKH - . 
CWILlSAIKJN GUIDE BOOK BY BID METERS 
CDRISHSCOyfUTEII C.tMLZ GUOE 
•:HPhTB Til "j AlO POKES FDH OYER VR 
COWUTEfi GAMESl 
SKJN&CON MASTER HWTSOOK 
EYE DF THE BEHOLDER HUT BOOK 
EYEOFTHl BIHDLDERi HINT BOOK 



17 99 
1t.M 



19H 
1799 



tt.Bt 
l.» 

9 H 



MINI OFFICE 

WORD "llCtESSCP. SPREADSHEET UAIAUAiL 

AND DISK UTILITIES. |1 MB. INETALLABLF 1 ; 

UQNEY MATTERS(HDME ACCOUNTS 0,1 
I MB IhSTALLABl F 



B.H OyNSMP 2M0 OFFICIAL STRATEGY GLIIOt 14.99 

INDIANA JONES FATE OF ATLANTIS HWT BODK. 
iYAL^ThRlXOh SCLU I ION SPECIAL RFSFHvE 
OLUB VERSION . 1 -Ki 

yASTEHING AMIGA C ._.... ,. . U.H 



EASY TO USE WORD PROCESSC* 
(1MB. INST AlLAAl. El 



PUBLISHE* 

|P*(iELAYDLn-pAjCKAOE;i fOMFLYERSDH 

newel£TTERS ctc mioij . mb. ejitepmal 

DISK OR HARE MIIVF RECMRBDI 



MjM MASTERING AMK3A PRINTE 

SECRET DF MONKEY ISLWD 2 HINT BODK 
SECABTnF MONKEY ISLAND HINT BOOK 

** M MeHlT»C*FR»NTlEF,£L(TFv 

EJMCITY JLHjd OFFICIAL HAMMOCK. 

A COMPREHENSIVE RLIII'lF TO SlMClTY 2000 

YI1TH LOTS OF HINTS AND I IfH .. , , 

33.99 SYNDICATE PLAYERS QUIM - 



11. t* 

■4 .. 
9.H 



IS* 
1SM 




NSHIP 
93 AND 
HSK 

RCOLL 

s 

fS) 1 



3JPEH AMIGA CD 
5X-1 BUNDLE 

ALL THE n GWEP A»JC 

FlEXO'LiTy OFan mwiGa 

AI2M) COMBINED WITH THE 

CAPABILITIES C-F A CQA! 

COMPRISES 

■ COH CD CONSOLE 

■ 5X1 EXPANSION MrtDLllE 

■ EXTERNA 3,5" DISH DR-'E 

■ IflWMt UK.iSF JOtWO 
PLUS l«CKIOCO*M. CANNC*! KQDOEH. LIBERATION. 

PROJECT X. ULTIMATE BDDV BLOrtS OSCAR AHDIKCvCEflS' 

(Does not inCllkj* mouse wt oh monitor; 
vpqiumim.( ir aoehne 

• EXTR* 1 MEGABYTES OF RAM FOH 5X 1 . - 1 B.Wj 
'INTEFl'iAL -i ::' l-Afir> >'T.'F lAIPfl: vfRSlQNi 
■ c Ul. MCTIcr, VIDEO i 5TD CDS? FWV CART 

SUPER AMIGA CD SX-1 BUNDLE a* 4B0.W 



NEW CRITICAL ZONE PACK 

NEW TE<H AT AN 04.0 TECH PRICE 




AMIGA CD32 

COBASFfi OOWf/jl F w *n 

A12O0 ifEITFOrtEH. 
J«.*» COL.CJJ** P PWM * 
P*LLE-TE OF '6.* MILLION. 

■£ k* RAM. FA^T I* Wf 
S0020 PPOCEE3GR. FUii 
AUbOO&l via on SC1EEIY 

DISPLAY AND DIGITAL 

VIDEO COaXflTH OPTIONAL 

FMYADAPTC« 

I AMIGA Cr>33 CRITICAL ZONE PACK 220.00 

IwiTH UICHOCO-SM <CANNCIN FODDER LIBERATION "HOJECT 
[X lLTWATE BODY BLQiYS. OSCAR. DtMEBg AUD t>* PAD 

FMy" MODULE - STOCKS EXPECTED 
IN 'HE ME IV TEAR 

COMHODCME CONTROL 
PADF:)Ht:a.3? . I3#s 





DYNAMICS CON'fiOL 
PAD FOH C.Q-32 | SHOWNTl 



16.44 



SX-1 EXPANSION MODULE FOR CD-3S ... 1S«.« 

TRANSFORMS CO SS IhTO A Fully' FUNCTIONAL A1ZO0 
COMpAf iiLE cchuputeh al i owing OONMiCTiON of 
EXTERNAL FLOPPY OftVE. INTERNAL AND EXTERNAL 
IOE HARD JK'V't , Ki /BOARD, MODE M'KEFilAL DEVEE5 
.PHINTERS. ROB MONITORS AND UP TO* MB MEMORY 



KEYBOARD (WHITE) FOR- SX-1 



-2H.M 



4 MB RAM EXPANSION FOR SX-1 OB A4600 119.99 

EASY "JS-Ai-LA-IDN SAJITS ALL A4C00 ANDSJI-1 

PREMIER COMRI CENTRE FOR CD-tt a SK-1 . . 4(.9S 

«"H(]f*5 STAND FOH CMS AND 5X-1 EXPANSION 

UNIT ALLOWNG 4 MEAT AND TIDY SYSTEM SETUP. 

MONITOR SfIND ANO SLIOIMO SHELF FOR H9C 

LOADING EASv' SELF ASSEMBLY' 



1»M 

i*.W 
|3.» 

MM 



ll.tt 

mw 
I9 9B 
21M 

use 

1S.59 
SE.f* 

.. ir.ti 

ir» 

.. 17.98 
i, !-■;■! 
I 14.90 



>B» 

IBM 



l»W 
l».W 



if m 



i«w 

I J 33 



IS. PI 

s.ot 

l» 
9.49 



m 

H.*§ 
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EXTERNAL 3.5 M DISK DRIVE 
FDR ANY AMIGA OR Sit 1 
SONfClTlZEN MECHANISM 
BaaK FCWMATTEn. au*ET 
HTOH QUALITY' SLIM L NE 

-"" CCt-fAJftUATCHECiME'AI. 

49.99 



CASE ANO LONO 
REACH CARLE 



INTERNAL 1 5' DISK DRIVE FOR ASOO 

«HTE«N AL J 5' DISK DRIVE FOR AUW OR *l JiXl 



SW-FT TPJIH! JQVPADVYITH 
TURBO FIRE 4 
AUTOflflE 
O.W 

CDHPETiriOrj 

PFIQEXTHA 

CLEAR B45E. 

MCRDSWITChEj 

WITHAUTOF1HE 

11.H 

OLUCKSHOT 127F 

PYTHON WITH 

AUTOFIPE 

KM 

CHEET4HBUO 

MCFlMWITOlEO 

WITH AUTOFIFSE 

13.» 

SCDHHILIN PLUS AHtAllE stvle 

WITH TURSO FIRE 

ttm 

QUICKShOT JB^^^_ i»t 
I2BF l^ 
UAVERIQK 
■ V.' TH 
AUTOflRE 

11JM 

-TFFI- ■(.. 
WHEEL (DlGITALi 
SLIIT$UQST 
DRIVING GAMES 

nm 

SAITEK. 
MEgAOFBP? WITH AAJTOFIF*E 
11.84 
BOLUSTlCK 
HANPHELD JOYSTICK 
MlCHOSWITCMED WITH 
AUTC1FIHE 
11.** 

KDNIX 
SPEEDKINQ 




r:rl 




JOYSTICK WITH 4LTOFIRE 
HJN 

I OUI&KJOY JET 
FIGHTER 

MICR05WITCHED 
ALITOFIRE 
] u nl 

SLIK STICK 
JOYSTICK 

■M 






KONlx 
SPEEDKINIJANALOOUE 
JCS'ICK FOR AMIGA. 
ENAHLES PROPORTIONAL 
CONTROL ON SUITABLE 
SOF"WAKb 



. HF 



14.94 



ALPHA cry; 

COMPAT6.E 





TAL THACKRAI.I 
*ITM ALL MOL-SE 
OPtHAliahS 




OUIQKJOY FOOT PEDAL 
FOR AMIGA OR ST. 
WORKS IN LOJJJNCI IDN 
WITH JOYSTICK 
14.H 



TRAP DOCfl MEMORY EXPANSION 

5l2f *«IGAR«MND CLOCK. FDR A5{X) OR A50C* . 1«M 
Si M AUlfjARiM T CLOCK FOfl Ajffl? C« A3W* SSBB 

I MB 4S«il FLUE. RAM UPGRADE ' CLOCK MM 

i lis Aoftii ram ..jfC'RAPE * clock u ?? 

' l^KW BOARD FCA12U0 WITH CLOCK. . ., 17*30 

1 LB * ffv FWM FOR A1*» fast ;i*un^ F.giTirji; 

F\JINT LMTHS 4 GRAPHICS ACCELEAATIDN. 
COMPATIBLE H1THQYE«3HIV£HA«OnRIV* ft ?» kH 

LEAOS 

AATTl.SljflClf I WHY 

MUlTIPLLQ EXTENSION 

■UN 

HI-FI ALaOLEiD ■ AASCA,CD»ST TOSTEflf O 

1 1 J METRES. 2 K l>HONO FLLK3STd!.>; PHONO H.UGS 

BAN A.3DBE LI?,ED Tf) COM<El?T STEREO VIDEO 

TO HI-FI. MJ0M.Fl SE.PAIWTES TOCfET>*Fl 0.99 

-lOYSTmKSf'UTTEnCABAE ftJR dMl(3A OR ST 
CONNECTS 2 jarSTICKS TO 1 PORT T.» 

HUUGSWFT IMTEHFACE FDR AH5A DH E" 
FLUO* HOUSE AND JOYST.sk *|TO C*« PORT .... 
FORTEXTENSiClN ADAPTOR FOR AH KjA OR ST 
!P*CK OF THOl EXTENDS 6Y 21 CM T.«t 

ihALUKSuE jOxSTlCK^D'PTOBfOH AMIGA 

ALLOW* AKY 1i-PIN PC JQT'STICKTIOflE JSES 

•AlTl. C*UE3TH*TFEATlJfiB*KJlL0flUEOlTB0L . .B» 

H.JLL U0DFM C*BLE W-PiN |CC"NECTS 2 COMPUTER & 

FOR HEAD TO HEAD PLAYING ON CERTAIN GAMES 
SUCH AS POPULOUS FALCON. kniCmTS OF THE -SKIT. 
CORMILA1 GRAND FFIX AND VROQHi U ■» 

PHINTERLEADlFAflALLELllSMETREE. . 5» 

PRlNTEP 1 EAD IPAHAUEU J METRES 
9CART LEAD -AMCUCDWTOTuwfrHSCMiT 
SCAPT LEAD- AWIGA TO TV WITH SCAHT INPUT ..!..*» 
TVLEAD-AMinACTXB TOSv>* TVORYIDE0 9 99 

2 WAY SC»HT SPLITTEH ■ ENABLES TWO ECART , 
LEADS *Q BE SWfTOHED INTO DME SOCKET ii3« 

RGB EXTENDER CABLE FOR A5CC DR AECH PLUS 

AtLC*«S Tv MONiTOO TORE EkTENDEC ' fi OW 

BACK OF MACHINE CP EkTENSICfJ ~G RGB 

MONITOR OR EXTERN*L DISK UPPVE 13.M 

POWER SUPPLY 

2YDEC AMIGA POWER SUPPLY iSPEClAl 
ODOLHUNNMa TRANSFCflMER. 

COMPUTER CARE 

CUEAMMB KIT FOR CCfJP.r FRF. .'<|TH VACUUM' 
DUST COYtft POP TO COLUMN PRINTER |CLEAR|... 
DUST COVER. FOR AWWlCLEAR PVCl 

DUST CDi'ER FOR A600 (CLEAR PVE> 

CMST COVER FOR AS* 0" ATARI ST ICLEAR B'^Ci 
OUST COVER FOR MOhlTC« (CLiEAR PVCS 

MuoSEHOLjEiKvaY Place TO STSbEyqur mojse. . 
CONTROL CENTRES 

FflEMER Lftl- CENTRE FOR AM B* STROND 

JV1VERSAL STUND F0« COMFUflR. MONITOR 

STAND AND SHE.F FOR EXTERNAL PER PHEfiALS :ill ■» 

PREMIE R UNI- CENTRE ElilBIEXTHA WIDE. . >M W 

SOUHO SAMPLER 

TECHNOSO(IM> TURBO 1 SOUND 
SMpPLEP HLAL 1 ".t it'ECIA- 
E=FEC"3 AORKS WITH ANT 
WJIUJl, 1 MBHAMREOUIREC 2*99 

FRAME GRABBER 
P*OGRAi?JRf COLOUR (HOmSES 
24 BIT REAL 'WE FR'ME GRABBING 

system ctoiTises swsui frames 

OR A.NMA-ON5 FROM V06C 
SOURCE. SUPPOPTS 24. BIT FILE 
.AND AO* SCREEN MOOES in BB 

SCANNER 

ZYDEC HANDY SCANNER FOR ANY 
AMIGA 'TKJ-AK'DC HICK QUALITY 
R5B3LUTON £4 SMULA'ED 
GREVSCALIS. NCLUDtS 
OAATA3CAN PRO SOFTWARE 93.H 



IS M 

K» 
.5.9* 

3 1? 
54* 
•j 1? 
30 
A** 




PACK OF 50 

SPECIAL RESERVE 
3.5'PSODDISKS 
WITH LABELS 

19.99 

PAC K OF 13 SPECIAL RESERVE 3 S-" EKSOD DISKS 
WITH LABELS 4 FREE PLASTIC FLIP TOR WSKBOK . .*« 
PACK OF 10 TTJK ."-l 5" nSDO &5KS LVITH LAfJELS 8,** 
2.1" ti< HEAD CLEANER S.H 

HIGH DENSITY DISKS ALSO AT KEENEST PRICES 




UUICKSHOT SOJHDMATE 4 STEP ED 
SPEA KEH9 ■ PAIRl FOH AMICLA CO-32 
OR PTERSOHAL STEREO VOLUME 
AND BALANCE HA r.r. A l Jli T-;FS: F 
BOOST 4W*4VY MUSIC 

ITJH 



SCREENBEAT3 
BTEHED 
SPEAKERS .PAIRl FOR AMIGA 
COii OR PSRSONAL STEREO 

MM 

SCPEEN6E4T MAINS ADAPTOR 

FOR SCREENBEAT SPEAKERS ... . TJJS 





"t 



. Or.lC .1 SUBAOOFER STEREO 
SPtAKER CONSOLE f OR 
AMISA CD-^? PC. CDl. 300. OR 
PERSONAL 5TEREO 50 WATTS. 
MA3NETCALLY SHIElDEO WITH 
TONE BALANCE AND VOLUME 
MAINS ADAPTOR SUPPLIEO . t6M 

DUICK5HOTSQLIHD5.TDH 
STEREO SPEAKER 
CONSOLE FOH AMIGA 
CD-IB PC. CDi OH 

■3EO 10 WATTS 
SHiELDELl W.TH BASS. -HEBLE BALANCE. VOLUME 
CONTHOLS MAINS ADAPTOH SUPPLIED JS.W 




Fl» OUt FREE 16-PAGE COLOUR CATALOGUE JUST PHONE 0479 $00204 
ATARI JAGUAR NOW 179.9* PANASONIC REAL 3DO NOW 3S5.99 



OVERDRIVE V.3 HIGH STEED HARD 

DRIVES FOR A 1200 AND A600 



■THE FASTEST PHIVE EVgH REVIEWED BV CU 

3 %• auALrry ide hahd drive, average access 

TIMtliMS. STYLED TO WATCh" AMIGA. EASY 

INSTALLATION ■ P.UGS INTO PCMCIA SLOT AD 

TOOLS AND I YEAH YVAHHANTY (NOW FOR ASOp TL*>Q| 



OVERDRIVE V i 17D MB EXTERNAL HARDOPlVE FOR 4MIGA AlSOfl 0P:.A*M 
OVEnfjFWl v 1420 MA External ha.hu dhjve for amiga Aizoa dp ash 



I9«.99 
244 39 



INTERNAL HARD DRIVES FOR AMIGA A 1200 & A60O 

KARDOHIVSS HlOH SPEED 2 5' OH VE I SMS ALCESS TIME |APPR0X> 
1 YEAR WAflHANTY KIT COMPLETE AND EASY TO FIT DRIVES FULLY' PHEPARED 

NOTE THAT OPENING YOUR AMIGA MAX INVALIDATE THE WARRANTY. 

INTERNAL DRIVES FOR AMIGA AODD 
64 MB WI'H S2K CACHE 1 10.H 

BDMBwrHftAK CACHE 1M.94 

IJOMBWH 64K CACHE 150.99 



INTERNAL DRIVES Ron aisddoh Sxi 

E4 ME lYITH 3JK CACHE 1 1* 01) 

90 MB WITM84K CACHE 1M..BS 

'Jt VL .. "HE4K CACHE IS*. 09 



n 



■■■ uhMouai 

iOOOPi. I*SH 
U. TY M&JSE 

13.4* 



□w 



EN.IP8E MCLISE. 

utcRogwrrom 

290 DPI 1L> 

-OGC 



EEC UOU9E. 
SOQCPI 

2 MiCROswircned 

BL(TTC<VS 
IBM 



n 



i^.aj 




DISK* CD STORAGE 

DISK BOX llHi 
PlASTC FLIP TOP. i.H 
DISK BOX J J (1201 
OCKABI^ DIVIOEHS f.H 

MEDIA LIFE DRAWER 

jog CAPACITY' 

3 5- DISKS 1t.H 

«EDIA LIFE PRAWEH 
M CAPACITY' CD 14.« 

DELUXE DISK BOX 
HOLDS 1JtS3 5"DISKS. 
WITH D VIDERS . . .•.« 



MOUSE MAT wl'H 

SPONGE BACKING 



OVERDRIVE V.9 CD ROM FOR A1200 ... 189.99 

ExTE l»J»L 00 ROW UHWt COMPLETE »1" 
INTERFACE IPLUGS WTO PCMCIA PQRT| Ff.JNS 
klOSTEMSITlhlO CD-^2 SOFTxjAPt. ALMOBl ^L t 
FUTURE RELEASES, FHDTOCD. CD.PLlDIO AM.".. 

co-o Discs double sumo MttitsesSiON 

DRVEUMT W-MMOTORI5EDTI4AV LOADING 
COMI»LETE IA1TH EXTERNAL ftOwtH HJWLf AND 
UTUKE.TJHIVEHBOSK 4WICA.ANCCD 4UDIO 
7MI E.F MixFC. 



ALFA 
OPTICAL 

W?JSE 3WQPI. NO 

3-.NG PARTS. VERY 

-•.'::<;"h as is 



5 



CD WALLET *B ATP 

PJDKVIEHJAL PALXIED 

POCKETS IH0LD5 tflf 

MM 

CD WALLET it 
0.90 




SONY KVM1400 1 V FST COLOUR 
SCART TV/MONITOR <YlTn REMOTE COnIPjOl 

(U C"W«tL "LMIWi REAR SCART INPUT 

HEADPHONE SOCKET TWO POSITION Til T R. aCk 

TRINITRON SCREEN LOCI-' *LH1*L. l-HEE SCART LEAD 

SflNV KVM1 4M IGREYf IB*. 

S-ONVKYMUKi !WHITE| 194.00 

SOHVKVUUIHBLFASrnEKT S44.« 

S-'1ARF 14' CDLOUR TV.'MONrTOR 164 00 

SHARP 1 4" WTTH TEL.ETEST 1 M. W 

SHAHF-SCW* 'V-MONITCfl WTK REMOTE C0ft-"ROL 43 CHANNEL TUNING 
REAR SCART INPUT OK SCREEN OSPLAt. ON'OFc TIUER =REE SCA^T* LEAD 

pTRE-Ej SCART LEAD WITH TV's ~ 

ATI AM«3A.CDae ST. UEGADRIYE ■ OR 1. ShES OR 3DO| 

MICROVITEC 143B 
MULTI-SYNC MONITOR 

FOP AMIGA A!K»A«0C DH PC IMIM 

STEREO SPEAKERS amOaIhk;* Ab*pft« 

20 DOT PTC- PE50X10N ■= PN RGB 
DIUPUJO SUITS ALL AMKJ4AGA AND ALL 
PC SCPEEN MODES TO SmYJ4 

1 YEAH WARRANTY ZBB.M 



PHILIPS CM8833MKH 199 

ia - C0lOuR MONITOR with &uilt.in Ste 
SPEAKERS i RE QUIRES LE4D) 
UOMTTJR lEAD - 300 TO CM«»J MKII 

MCMTOR tJEAD ■ CD3S TO CMSB33 MKII 

MCt^TOR LEAD . AMQA TO CMifilj Mkii 

WOMtORLEAD ■ JAGUAH TD CM*fl33 WKII 

MONITOR LEAD . AT AA ST TO CMMJS UKn 
WCfllTOHLEAD M-DRVE2 TOCMB611 MKII ' 
MCMTORLEAD . WBHWEl T0CMBB31 MKII 
MCNITO" LEAD ■ SNES ~<3 CMB333 MK 





HEAVY discounts 

HUGE range 
10am to 8pm Doily 

f SEE - 16 pott cdhwr catalogue - |»t phone 

0279 600204 

Ord#r bi lac on 0279 7HU2 - we H hi tali lo tonlirm reteipl 



r wi"0NLV SJP^ItfijU BENS BVT VO U CAN OROEfi"AS ¥OUJOiN"! 

Ufrntwra n«flrwfl $u( 48-page CotCU CIjS MBoaji'iHS btaHRtty. Eot+IWUB rc.Kfwia 

i^rOcrjufi iror - our eiusrs'HE range ird induDix r. aasl £33 ttnitt" of en jpont Ggr 
adlUyvk- SAhinqf,<y>"o^ci , n^itTfii YAtfmt\q($ jif£i,rQ£i '1:1 Whj&w lOCtiV B0yt?t"L]. 

MEMIERSHIP FEES UK K WORIP 

OHEWARHMwmi J.QOtiMi 900 ti.W M,QQfl.to) 

OrniiWrLTco ncljdos sir itsifoi d SoKia Rese , vei'jgB2P9*ivii:iSOoiXStcijBf'3 

AJI priCH ifduOfi VAT BAld £-3 wOrkircJ day currago M UK Tjinurvl 

SdltAarF arid pGnpnerah fit strtt fi pOSl hsfrJWBfie bi^ WlxW ArrLY* 

Alow ono or two dBiyE lor processing and despalch Dl stosek Moms 

vvo *sl9 canllrTialiore oi all <y<3£<$. s&cewta 



OimnBji nndtn mLiU )»UlMl bv cr**tarH 
HunJwrB' iib>tis it>3itflr>i or rnansj arsons supplied lo Ire UK maipAand 

OVHHll iuriharge C2.M pc- HVWijrt lien ar i!*i on «ft*r ilrT.^ 

RAL M 
IBLDCK CAPITALS :+M!l| 

N*ms & Adrjifl** i 



PdsIccos 



P WK If PC (HCH lUh Uli". u- 1 L- HUU 



_Uactiine_ 



Phone No 

ErH»r memljersniC) numbor (1 acpPcabla) or 
NEW MEMBERSHIP FEE (ANNUAL LLK_LMj 



tan 



tn 



i!2E!_ 



litem 



I C es*B use mis Den 1d Bjdd any opIKxuHisI delivery charge 
I W Clm P-mrmiptier coatsd H3u j: £1 D Svfrrnighl Hardware. 



Al,L PRICE'S INCLUOe UK POSTAGE & VAT 
ChequE'P.O.,''AEceE,s.''Mas1ercBfLV3witcrVVlsa 



Credi- Caud sv*itch 

expiry oate signa t uple (issue no 

ch a qu asril v a bi a ic. SPECIAL RESERVE at 
P.O. BOX B47, HARLOW, CM21 9PH 

InrrviUilTly jcmegflme4 fjlprj ■"!!>,■ nn! >*l t< (T-afBt4. PtfflJH- P*B« taifffBl .ivJr.lb<i|>r 

Pi'Otl Jrtl utttTi iTil^CtulT - »jM rvlhaJ LliKj- noWetAtrl &AVF . Shmiij ^-41 | l || r-rtji: price 

PRICES COW6CT r\t TH* Df GOWQTDFBEE5. 30. 11 « E 4 Q.E 

Irittr-MHlillAI Lid 2 BCtilh fl&Ck Tlia VhriiKp f«in.lrp-i;ii»:r!-i hnil^ C»j|?l Ar*<3 




:e4^^t«e 



near thr- bus. nl.iiian 



HUGE range ar harilwarr. ^nrtwjrv. 

boors, psripherali and teada lor 
FiC, CD Rom, AmiBBi, C031. S«g3 
NMlfldDi, Aliri. Apple. Snny, Ptiilips and 

3D0. WlarfiCMl U K proiliicts, ilf 9( HEAVILT dioeeumled pric« 
Order by |Hmh, or by phone or come 10 one o< ihe Special Reserve 

OrWKhiat*t*»CLUB SHOPS ? PITS I WltK 

43 BrOOmlicId Rd CHELMSFORD near the bun Matinn 

The- MaltirigS SAWBRFOGE WORTH •• ■-. r.Mram slBllw 

Over 200,000 people have joined 5]s«tidl Heserife 



CITIZEN ABC 24 PIN COLOUR PRINTER 

FREE WATCH OFFER lAjl OO 

FREE PRINTER LEAD --^'^Z 

FREE EASVSTART SOFTWARE 

E4 PiN. 60 COLUMN isaCPS'WLQ SLQ'i 

DRAFT FONT. 2 f^ffi W aRRANIY 

THE EAST TO USE PAINTER 

ABC MONO PAINTER u Aimoe4&E.1M.» 





Free Watdt Offer 



CITIZEN PROJET IIC COLOUR 
INKJET PRINTER 

sdnO?2l£ tO COLUMN, 

1 JO CPS LO. SB DPI RESOLUTION. 

1 SCALEAQLE PONTS, LCJVj =H,NN NTL COSTS 

ANO EASV TO USE 2 VEAP WAHFWNTV 

LEAD 



239.99 



ALL PPIN-EH JfllCES 'NCluDE CAI=lPiAG£ YAT ANDfnei. PRlNTefl 

PANASONIC KKP213B COLOUR PAINTER 34 PIN, 2DQCPS.Yi4 lq 
rt'UH FHEE WaRDWaHTM LVOHD PHOOESSDH WHILE S'OCKSJST 1 T9>.H 
CANON EU1C-SXBUB6LE JET PRINTER £4 NOZZLE 11IH.QC.Pg . . 1B5.94 
CITlilN SWIPT 2O0C COLOUR PRINTER 24 F*|. S'16CP5-75LQ 14S.H 

CiniEN SWIFT i*(IC COLOUR PHINTERl 14 P<N. 240CPS.WLO 219.9S 

CANON Bj-km Bubble Jit phinter. S4BCPS. b tyrefacfs JfS.B* 

CmSEHTRACTOFt FEED KITFOH CITIZEN ABC ORINTER 1B.BB 

CfTUEN PRINTC* POIVIRi KIT FO*l AMIGA - EMMAHCES PRINT 12.BB 

DUST COVEH FCfiBt COLUMN PRINTER (CLEAR PVC> , , S.H 

PFHNTER STANB;=0P A4V PRINTER 9 95 

H.BSON BL.ACK I FOfl C'TlZEN 24. SCO. 224 24DOPIABC .. e.w 

R BB-ON -CDLOUfll FOR CITIZEN S. 90. 24 2X. Z2<J. 2*6 OR f&C H.B9 

COMO REH ENSIVE RANGE Of PRINTER* AMD RIBBONS IN STOC K 
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If J wasn't sitting here, in the 
pretend ed's chair, I would, 
quite literally, kill for this 
issue of The One. It's just 
packed with so many great 
things. No, really. The pow- 
ers that be wanted to 
reduce the mag to 100 
pages and two coverdisks. 
But we said Look, powers 
that be, no! You're not on. You may want us to 
make even more huge profits to stuff your heaving 
wallets, but we want more pages for the kids to 
read, and three disks to stick on the front.' And, 
strangely, they agreed. So, it's taken us ages 
longer than normal to write, the coverdisks nearly 
killed us, and getting in the finished version of 
SWOS for review was a nightmare. But hell, it was 
worth it — if you can find a mag with a better deal 
this Christmas then.., er, well, buy it. 

Andy Nuttall, 
acting editor. 



4 FIRESIDE CONTENTS 

With which Yule warm to this festive issue. 

6 NOEL'S BOOT SECTOR 

Christmas is coming and the goose is getting scared, 
don't lose your disks in Matt's nancy beard. 

10 GLAD TIDINGS 

Mad Arab Royals pursue street star across Sahara!, 
Shepherd claims: Archangel scared my flock to 
death'! Single mum in lowly stable-birth shocker! 
Frankincense rots your brain — a Jehova's Witness 
reveals all! 



14 COMPETITION 

Be in The Chaos Engine! Two. For Christmas. 
And win some things, in a bag- 

16 LETTERS TO SANTA 

What have you asked old fatty for? I bet it 
isn't a big snog. With one of his reindeer. 

20 WiPS AND CREAM 

Whip with us into a cheery frenzy of special 
plum puddingy excitement, with this 
tummy-testing, trencher-trembling, sprout- 
dropping-surrepticously-onto-the-floor-for- 
the-dog-who -has-no-shame, toggle box of 
triumph. These are the four biggest unfin- 
ished things since my remarkable pastry- 
making catastrophe with some Cornish 
Pasties on Tuesday. 



39 REVIEWS WITH BRANDY 

Christmas, Christmas, Christmassy, Chris. Who's 
gonna give me an Xmas kiss? Under the mistletoe, 
under the tree, who'd touch lips with a git like me? 
Yuletide, Yuietide, er. Yule-tidy, yule. Who wants a 
ride on my Xmas mule? A donkey is stubborn, an 
onager proud, but Andy's a jack -ass all the year 
round! That's poetry that is. 

80 BEHIND YOU, CINDERSI 

More knock -about, slap-stick from the crazy- 
bonkers One team as Matt, Andy and Harry take an 
amusing but clever look back at 1994. Before it fin- 
ishes with them. 

84 UPDATE PRESERVES 

Old People eat dates 'up' at Christmas don't they? 
Helps them go to the toilet, mainly — you know, 
keeps them regular. Our 'Updates' are much nicer 
and look less like greased owl-pellets. 

86 ROAST REPLAYS 

Not much is cheap at this time of year, so when you 
go a-caroling remember to sing Ding-Dong Merrily 
on High — for 'tis my favourite, 

90 MR ROBIN REDBREAST'S 
CHIRPY KILL ZONE 

On a spade handle, next to Mr Snowman, who's 
got a carrot for a rtose, dad's smelly old muffler to 
keep him warm, and bits of coal for a smiling 
mouth. Crap, isn't he? 



LEMMINGS 3. ..54 

There's more rodent clicking in the Xmas offing as 
the third installment of Psygnosis' tundra- based 
tragedy featuring the Arctic Circle's unhappiest 
inhabitants, scuttles pell-mell over a big cliff into 
our waiting arms. 
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GAMES FEATURED IN THIS ISSUE 



CHAOS ENGINE 2 32 

Part One of our new series finds Matt 'n' Andy rapping in the first person fes- 
ticular! Our likely lads look under the Bitmaps' bonnet and get covered in Silly 

String. Pet. 




They think it's all over and by thunder it is. At last 
Matt Broughton reviews the football game we've 
all been waiting for, in its entirety. Ah f but what 
have they done to the Sensi we know and love? 



\ 






y©u* 



-.""*nos e 




108 SMOKED PD ZONE 

All the way from Bonnie Scotland! The 
finest premium slices of smoked High- 
land PD h They're pink, they stink and they're gar- 
nished with mink. Juices, Metaphysically. 

110 COMPETITION 

More fantastic things to do on Jesus' Birthday 
with 21st Century and The One. I don't want to 
spoil the surprise by saying any more, but what you 
have to do is draw a pinball table, which will never 
get into Pinball Illusions because it's already 
finished. The winner therefore gets a nice jacket 
and some games. Swizz. 

112 RECOMMENDED 
STOCKING FILLERS 

Stuck for that last minute gift? Run out of ideas? 
Socks are always good, or a what about a nice han- 
kie? We suggest that for maximum effect you hide 
one or more of these 40 glittering games in them. 
Christmas though — it's just after Martinmas- 

114 NEXT MONTH IS A 
CRACKER 

Literally. Construct your own exploding chipolatas 
with The One this Xmas, and make sure your turkey 
dinner goes with a bang! Er... 



BASE JUMPERS 



CHAOS ENGINE 2 



DREAM WEB 



EXTRACTORS 



LEMMINGS 3 



REVIEW 



REVIEW 



REVIEW 



MARVIN'S MARVELLOUS ADVENTURE REVIEW 



MORTAL KOMBAT II 



MR BLOBBY 



OVEHLORD 



PINBALL ILLUSIONS 



PIZZA TYCOON 



POWERDRIVE 



RISE OF THE ROBOTS 



ROADKILL 



SENSIBLE WORLD OF SOCCER 



SHADOW FIGHTER 



SHAQFU 



SIM CITY 2000 



SUB WAR 



TOWER ASSAULT 



WHIZZ 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



SHADOW 
...24 



It's about dames not planes as 
some of the twinkerbell-iest 
toughies mix It with macho com- 
pany in this the nicest looking 
beat-em-up you're likely to clap 
dewy eyes on until page 36, 
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OOT SECTOR 
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JUNGLE STRIft 

Ocean (1Mb only) j 
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ighty six percent? Oh yes 
indeedyl That's what the man 
said (well Andy 'Art Garfun- 
kle' Nuttafl said anyway) and as far 
as we're concerned, that's dose 
enough to a real man to count. Just. 
Yep, we've managed to get hold 
of the entire first level in its, er... 
entirety for you lucky chaps and 
chappesses to sod around with, sim- 
ply because we love you. Jf you think 
I'm going to waste my time and 
effort telling you what you have to 
do when the demo is already packed 
with a full briefing, not to mention 
an on-line information system, you 
can just about biimmin' well sod off I 
Needless to say, there are ton* of 
things to blow up, tons of things to 
try not to blow up, and tons 
of, well, trees really. 

Controlling your 
chopper couldn't be 
easier (said the 
bishop to the 
actress) sim- 
ply rotat- 




ing it and thrust 

ing it wherever 

you want (f'nar 

f'nar). As well as 

your standard can 

nons, you have a limited amount of 

Hydra rockets and Hell fire missiles, 

all of which are just itching to be 

released (as Andy said to the hired 

hand — ooh er.). 

Vou can cycle through the mission 
map and information screen — 
accessed with HO — to check 
on the individual elements of 
your mission, but I'm sure if 
were honest with each other, 
you're only going to fly round 
shooting every- 
thing anyway. 
^m Should you 

come across spare 
fuel, supplies, or 
hostages, simply fly 
over them slowly, and the 
co-pilot will activate the 
required winch or ladder 
accordingly. And, to finish 
with my favourite phrase, er,,. 
that's it. 



FIRE Fire 
selected 
weapon 



UP Thrust 



F10 Go to 

mission 
reui?w/map 



LOADING YOUR DISKS 

1, Ding dong merrily on high, 
your lovely disks are calling. 

2. Peel 'em off and slap 'em in, 
these dem's will get you drooling. 
3 Bloody hell they're super. 
Bloody hell, they're corkers. 
Bloody hell they really are the 
best. 
4. And sod me if I can't really get 

(out of this bit without just sort 
ol fnlling apart and not rhyming. 
At all. Er, sorry. (What about 
vest?) 




BOOT SECTOR 



J 



merry Christmas to one and all! And what better way to welcome the new year than 
#ith some storking demos for all our gorgeous readers {oh alright, you ugly ones can 
lay them too). Ram these little beauties up yer drive, and get bopping, as Matt 
roughton drinks beer and screams 'Happy New Year!' 
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BATTLE TANKS 
Magnetic Fields 



OLIDAY LEMS 
sygnosis 

BASE JUMPERS 
Rasputin 




UPER 
SKIDMARKS 
~ cid Software 



Magnetic Fields (1Mb only) 



The |p«Ktra <if an older game appeared each Christmas 



To say that we're chums 
with some of the bestest 
and most talented chaps 
in the industry is to say the 
least. I mean, what other mag 
is so chummy with, say, Shaun 
Southern from Magnetic FieJds, 
that he writes a splendid Ifttle 
program just for us in his spare 
time. Yes, so choc'a'block with 
programming skills is this 
young fella' that he just can't 
stop writing. Well, you lucky 
buggers you, we've decided to 
let you nave a play of Shaun's 
little creation because we think 
it's simply super fun. 

Anyone not familiar with 
original Battle Zone should be 
taken out and shot, but suffice 
it to say that in Battie Tanks 
you're in a, erm, tank, and have 
to drive around a vector battle 
zone Shooting as many tanks as 
you can. You have three smart 
bombs which, when activated, 
will destroy any tanks shown on 
your scanner, but apart from these 
little sweeties, it's all down to your 
driving and shooting skills. 

Thp top of the screen shows (from 
left to right) your score, the radar 
scanner, the number of smarts left, 
and the number of lives you have 




left. At the far right you'll see a num- 
ber of boxes which shows how many 
shots you currently have available. 
This is basically to stop you from just 
shooting off billions of shells, 
(Shame — Andy.) so go easy with 
those trigger fingers! 



The Small Print Bit. 

1 . Whilst we here at The One make every effo 
foraJI known viruses, we can accept no responsi 
by viruses which may have escaped our attention. 

2. The One and its retailers are not fiable for any unnotified changes to 
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HOLIDAY LEMMINGS 

Psy gnosis (1Mb only) Wt^ 

You lucky devils ! Not only do 
you get to play an already 



super game, but you also get 
to sample four of the 32 brand new 
levels of snowy Lemmings 
from the full Holiday 
Lemmings package 
Ooghyah! Baby. 

Just in case 
there's anyone who 
has only recently 
been born, the con- 
cept behind all the 
Lemmings games 'is 
to get a set number of 
extremely wacky, crazy 
thingy, thicky rodents from 
a start position to a specific exit 
on each extremely nasty level. The 
lemmings will wander without 
thought or case for their personal 
safety, and you must therefore 




assign specific tasks 
to them, choosing 
from the limited 
number of skills 

shown at the base of the 
screen. Okay? 

To select a skill you 
simply mouse click 
over climb, build 
bridge, dig etc. and 
then click that over 
the lemming of 
your choice. Other 
than that, it's all 
pretty damn obvious, 
though not necessarily 
easy. Ha, ha! 
Read the information before 
each level as it will tell you exactly 
what percentage of the iemmings 
you'll need to rescue to complete 
that level. 
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SUPER SKIDMARKS 

Acid (1Mb only) 



Just cast your mind back over 
the last few months. What's 
the best coverdisk we've 
brought you 7 Mortal Kambal II? Rise 
Of The Robots? Aladdinf The Fancy 
Sensi League? It's too hard to 
choose really JsrVt it, and the choke 
is about to get even harder, because 
we've got yet another bugger of a 
corking dome! 

Anyone who remembers Skid- 
marks will know that there really Is 
nothing to beat the sheer fun 
involved in skidding around these 
brilliant tracks at high speed. Weil, 
whether you're an A1200 or 
ASO 0/6(JO owner, you're about to 
have your pants pulled right down. 
This is an absolute exclusive, not to 
mention an absolute cracker! 

Options r R r Us as far as this demo 
goes, with the choke of 1, 2, 3 or 
four player simultaneous play, using 
joysticks and keyboard controls. 
Within the 'Select Players' menu you 
can also cycle through different 
colours as well as single or split- 1 
screen views, if you're playing 
either in single screen mode or I 
with all four players human ► 
(which defaults to single screen) 
you'll work on the 'Micro 
Machines' theory, where any play- 
ers left behind will be shunted for- 



ward, but suffer a time penalty. 

As the race progresses, your posi- 
tion will be displayed above your 
car, or, should you come to the start 
line, your time for that lap. Though 
this lap has been specially created 
for The One, you can get another 
variant simply by using the direction 
chooser in the Options menu. This 
menu also allows you to select how 
many laps you want per race as well 
as the speed/difficulty level. 

The program will detect an A1 200 
and adjust the graphics and options 
accordingly, but all you AGA 
users can expect eight Min 
Cooper rally excitement, 
along with smoother play all 
round. Are we good to you 
or what! 

Once you've set every- 
thing up, just press the start 
button and away you go! 



It's motoring Mi.., 

and other words pawning 

w<th 'ivr. MottKular, for 

example. 
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FIRE Accelerate 



UP 

Used with menu 



LEFT 
Rotate If ft 





RIGHT 

Rotate 

right 



DOWN 

Used With menu 



STOP PRESS! 

At the very last minute. Rasputin Software called us with 
a dinky little demo of their new platf ormcr Ban? Jumpers 
from the author of J*>1 Strike. The idea is to get your little 
blokey (or Base Jumper) to the top of the tower, negotiat- 
ing traps and monsters as you go. Get to the top, and 
you'lJ get the chance to participate in One qf the world's 
most exciting sports... er, jumping off a building 

We haven't got much space to describe it here, but if 
you turn to Matt's review on page 52, you should get 
most of the information you need. Other than that, enjoy 

the game! 




PS!! 

to the large number of dupli- 
disks made, the occasional 
one sods up good 'n' proper. If 
you're unlucky enough to get one 
of these, please except our hum- 
ble apologies, but PLEASE DON'T 
SEND THEM TO US! Instead, send 
then to this address with a SAE 
for IS p: 

The One Coverdisk Returns, 
Diskxpress, 
Unit 1, 

WilJow Court, 
Bourton Industrial Park. 
B o u rton- n-The-Water, 
Gloucestershire GL54 2HQ 

Once you've done this, eat too 
much turkey ar>d wait until your 
replacement disk arrives. If you 
think that your problems tan be 
solved down the phone, call the 
Diskxpress helpline on (0451 ) 
B 10788 between 10am and 5pm 
on weekdays. Hand in hand is the 
only way to land, and it's always 
the right way round. 
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^4E AMIGA 

THE ONE 



GOT 

AMIGA ACT 



1^1 Unique training mode with specially ahmcd puppet- 



flf 1 7 CHARACTERS TO F1QHT. 

EXTRA B FIGHTERS AVAILABLE iN EARLY '95 WHICH 



MEANS... 



The Macabre Puppaz. 



Available on: 



.More FIGHTERS THAN ANY OTHER AMIGA BEAT *EM up. AMIGA 5DD/60Q OUT NOW. 



fiLODO OFTION DURING MATCH FDR ULTRA VIOLENCE. 
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NEWS 




TWO WAY 

RACE NOW FOR 

COMMODORE 



EASTENDERS 

OR MORTAL 



Could it be that the battle for 
Commodore is nearlng its cli- 
max? After months of state- 
mate, the process has been cranked 
up again by a flurry of activity from 
a new bidder, US-based Creative 
Equipment international. 

CEl is already involved in the US 
Amiga market as a distributor of 
A 1200s and A400Q*. ft is reported to 
Have lodged $1 million with Com- 
modore's liquidators as a deposit on 
its bid to take over the company. The 
cash is non-returnable rf CEl wins the 
battle. In other words, once the deci- 
sion has been made there's no going 
back for CEl. 

So now it's a straight race 
between CEl and the UK consortium 
headed by the Maidenhead team. 
The Americans have said that if they 
win, they will start a new company 
to handle the British market — the 



world's biggest Amiga territory. So 
there. 

Commodore UK's team is stilf con- 
fident of victory in the courts. They 
must be getting a bit fed up with the 
wait, though. 

* Accusations that Commodore 
UK has repackaged and sold faulty 
machines as new have been rejected 
by the company and have come to 
nothing. 

The computer trade magazine 
CRN printed the story in November 
as a shock exclusive. But Com- 
modore's joint managing director 
Colin Proudfoot countered the 
claims by saying that it is common 
practice among electronics compa- 
nies to repair malfunctioning hard- 
ware or rescue working parts, 
"We're clearly not going to throw 
them away," he said. And that was 
the end of that. 



he golden age of 
the armchair 

moved a step I 
closer last month when 
ST announced that it will 
install interactive TV in L 
2,500 homes next sum- I 
mer. Phew! L 

Viewers in Colchester and 
Ipswich will be able to order films 
and TV programmes straight into 
the telly from the phone line 
using the new pilot service. Home 
shopping with Safeway, Thomas 
Cook and others plus home bank- 
ing via Nat West will also be a 
remote control button away. 

Soon BT hopes to add games- 
on-demand to the list BT is cur- 
rently in discussion with games 
companies about this. Last March 
it joined computer games body 
ELSPA to share its plans with the 
industry. 

Interactive TV works by send- 
ing digital signals down ordinary 



WIN THE LOTTERY! 




and s up who's already lost 
more than 10 quid taking 
part in that bloody stupid 
lottery thing. Yeah, us too. So what 
system did you use? Birthdays? 
Price of Twix? Number of weeks at 
number one for Bryan Adams? Well 
lets be honest with odds of 14 mil- 
lion to one, it really doesn't matter, 
does it. 

Well forget all that, because 
thanks to the power of PD soft- 
ware, your odds are about to 
improve. Yes, the first of a new 
breed of lottery prediction pro- 
grammes have arrived, and being 
a total plonker, I've decided to 
waste even more of my luncheon 
vouchers testing it out. 

The first of these packages. 



National Lottery Randomizer (catchy 
title huh?}, is really nothing more 
than a random number generator, 
but at least you no longer have to 
waste ages thinking up tons of 
obscure 'mystic' numbers to waste 
your beer money on. Simply press 
the button, watch the numbers cross 
themselves oft make a note, and 
then waste your entire lunch hour 
queue ing in some dreadful little 
newsagent behind a total dweeb 
who's been sent down with the 
entire off ices J entries. 

The second program. Lottery Win- 
ner AGA, is a bit more scientific, 
requiring you to enter the results 
week by week. It then uses various 
proven algorithms and probability 
calculations to make predictions. 



You won't even get a guess out of 
it until you've input at least four 
weeks' worth of numbers, and 
guarantees best results after about 
seven weeks of data. Both of these 
programs are now available from 
Online PD, whose address can be 
found on page 109, Good luck. 
Suckers I 
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copper telephone lines. The picture 
quality is said to be better than 
VHS. The signals are descrambled 
by a set-top-box which sits on top 
of the telly BT hasn't decided yet 
whether to have games download- 
ed completely into the home, or 
whether to work on a "pay as you 
play" basis. Whatever, interactive 
TV could one day become a viable 
alternative to going down to 
Future Zone for your games. 
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BARE 

LADIES 

Something racy has come out 
of Tunbridge Wells at last. 
Newish company MPEG has 
entered the Video CD market with 
a fistful of naughty CDs which it 
brackets together under the Heat- 
wave label. 

Those lucky One readers with a 
CD32, a digital video cart and a 
birth date before 1976 are free to 
snap up Summer Games, One In A 
Million, Sack, To The Orient, Back 
To Melrose Place, and Quantum 
Deep. All £19 99 and every one as 
mucky as mucky can he. MPEG is 
fining up 30 more for 1995 

Younger readers, female read- 
ers and those of a devout religious 
persuasion will have to be content 
with Funtitne, s range of kids' 
video CDs, which comprises three 
instalments of Shoe People adven- 
tures. Er, great 
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NOT ON YOUR 

TELLY! 



Mirage and Time Warn- 
er have got just what 
they wanted to make 
their Rise Of The Robots TV ad 
campaign a success: A ban. 

The Broadcast Advertising 
Clearance Centre has banned the 
commercial from transmission 
during religious and children's 
programmes. The problem arises 
from the rebellious (Time Warn- 
er calls it 'in-yer-faee J ) flavour of 
the ad. One scene has a bunch of 
robots gatecrashing scenes of 
fifties, dancing and gaiety, along 
with with the line "you can't 
dance with broken legs". Anoth- 
er features the booming pres- 
ence of Military Droid who 
taunts: "Are you religious?" 

The publishers have sent a 
defiant message to the censors. 
Time Warner's Jeff Tawney said: 
"If people find it offensive, that's 
tough. Our customers love It," 
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_ he multi-coloured swap 
shop (where are you now 
Cheggers?) may have 
gone to the Seventies graveyard 
with Kenny and Robin 's Nest but 
its spirit lives on. Microplay. an 
American -owned company, has 
just launched its first part 
exchange store in the UK. 

The shop, in Shirley, West 
Birmingham, offers customers 
the Chance to sell back their pur- 
chases for cash, or for another 
game plus cash. They don't have 
to buy their games from 
Microplay. 

It's not the first experiment of 
its kind. Part exchange has been 
tried before. Trouble is, such 
stores usually attract the atten- 
tion of lawyers working for 
games companies. Part 
exchange is a legal grey area. Is 
it rental by another name? If it 
is, many publishers don't want 
it. After all a game could be rent- 
ed hundreds of times but the 
publisher doesn't get a penny 
more. But the attitude to rental 
is changing now, so Mi crop lay 
might just have timed its open- 
ing perfectly. 





ive LucasArts classics are 
about to embark on their 
most daring adventure yet - 
the one into bargainville. 

Kixx, the budget label of US 
Gold, has unveiled a classic collec- 
tion comprising five hit games from 
the state-of-the-art Californian 
developer. The Secret Of Monkey 




We may flirt with glam- 
orous newcomers, but 
for many, there's no soc- 
cer game quite like Kick Off, Cast 
your minds back to your first 
encounter with the tops of theKJcfr 
Off players' heads and it makes 
you feel quite nostalgic, doesn't it? 
Prepare yourself, then, for Kick 
Off 3 — European Challenge, 
Anco's latest version of the game 
offers a staggering number of fea- 
tures. The theme is international, 
SO there are 96 European teams 
and 24 from the rest of the world. 
These teams comply with our ideas 
of how Johnny Foreigner plays 




football; i.e. Italians are strategic 
and defensive, Spaniards are reck- 
less and flamboyant, the Dutch are 
cheating swine etc. 

Teams are Improved by choos- 
ing imaginative combinations of 
players. In Kick Off 3 there are cer- 
tain players with unique skills. A 
target mart, for example, is great at 
headers and should therefore be 
selected with wingers. 

Other interesting features 
include a practice facility, in which 
to hone your passing and close 
control, 40 set plays for comers 
and free kicks, and options setting 
to allow novices to enjoy the game 
immediately. Of course, there's all 
the usual stuff too — crowd nois- 
es, team talk, match facts, slow 
motions, replays etc, 

Kick Off 3 is available on the 
A1 200 any day now priced £29.99. 
The A500 version is yours for 
£24.99. 



STAMFORD BRIDGE 
TROUBLED WATERS 



■~^B helsea FC has launched an 
attack hut sadly, for vic- 
_ lory -starved inhabitants of 
The Shed, it's not against anoth- 
er Premiership side, but their old 
sponsor Commodore, The club 
says it is owed £119,000 by the 
company whose name it carried 
for nearly seven years, because it 
reached the 1994 Cup Final. 

The football club says the con- 
tract between the two included a 
clause that Commodore would 
have to pay a premium in such an 
event. It argued that the publici- 



ty mould be so great that its spon- 
sor should shall out the extra. 

Commodore is fighting the 
claim. The company thinks Chelsea 
is being extremely cheeky given 
thai it was sent just a few tickets 
for the final <md had to pay oth- 
ers. In general there'\ <i bti lief that 
ever since 1987, when Com- 
modore paid £1.2 million for the 
deal, Cheh^a has done little to 
help its sponsor The row has 
come at a terrible time, of course, 
with everyone's minds elsewhere 

on the buy-out. 




island, Indiana Jones and The Last 
Crusacte. Zak McKracken And The 
Alien Mindbenders. Loom and 
Maniac Mission have all heen hun- 
dled together in one scrum my 
pack which is yours for £29,99, If 
you bought them individually 
you'd be £45 worse off. 

But if games from one of the 
world's most esteemed special FX 
houses don't appeal then Ki** hjs 
more to tempt you with, For the 
same price you can have the Del- 
phi ne Software Classic Collection 
comprising Flashback, Another 
World, Cruise For A Corpse, Oper 
iition Stealth and Future Wan. 
This time the saving is a plump 
tious £66 1 

Kixx hasn't forgotten CD32 
owners. Its first releases on the 
format are due out any day. They 
are James Pond 2'. RoboCod, Giob 
ai Effect, Brutal Football and 
Morph. Each is priced at £9,99. 




EXILE'S 
RETURN 

Just when it seemed Ex He 
had been forgotten and 
presumed dead, a group of 
scientists disappeared with it into 
a laboratory and made it bigger, 
stronger, better than before! Yes, 
Audiogenic is preparing to re- 
release the space adventure 
which was so popular on the 500 
a few years back. The company 
has admitted that despite its 
great gameplay Exile was let 
down by unspectacular graphics. 
The new version, out in the new 
year, has been graphically 
revamped for A1200 and CD32 
with their glorious AG A chips. 

For those who missed out first 
time round, Exile revolves around 
the activities of a missing, pre- 
sumed dead, genetic engineer 
called Triax who isn't dead at all 
but hiding out on the planet 
Phoebus. What's worse, he has 
built a new lab and captured a 
colonisation party to be his 
guinea pigs. Your task is to kill 
Triax, defeat his mutant army 
and rescue the kidnap victims 
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ppe 
.Jling out fo. 
SDL's CD32 bundle Critical 
Zone as if their live* depended 
on it, The seven-game packs. 



sold out their first hatch. Run- 
ning out of stock is the the best 
kind of headache for a distrib- 
utor. An exuberant SDL said 
that Critical Zone was just 
about "the only hardware 
available at the moment"-. - 
. Talking of "everything must 
go", look out for some tempt- 
ing bargains winging out of 
the Psy gnosis warehouse. The 
Liverpool-based publisher has 
decided to get rid of unsold 
back catalogue games in a 
massive c lea rout, There are 
about 50 titles to choose from 
— stuff like Lemmings, Micro- 
cosm, Second Samurai and 
Shadow Of The Beast — and 
prices range from £4,99 to 
£9.99, Psygnosis says the plan 
is to give players access to 
some classics at affordable 
rates and to clear the deck for 
"next generation" products to 
be launched... 

■ No such bargain price for 
Rise Of The Robots, But that 
hasn't stopped thousands of 
you queueing up for it. In it-, 
fir'.t week on sale the CD32 ver- 
sion of this much-hyped beat- 
'em-up was the second 
biggest-selling CD game : " 
UK (behind the Mega 
Mega fface). You just 
keep the Amiga down . . . 
, Whatever you think of "net- 
surfers" — crusading cyber 
warriors or saddos whose key- 
boards are their girlfriends — 
there's no doubt the mternet is 
bursting with activity, The lat- 
est new arrivals include Games- 
master, which is asking viewers 
to give their opinions of the 
show even while it's on air, and 
record company Go-Discs 
which has set up a site featur- 
i ing artists like Paul Wei' 



TEAM 17 WORMING 
ITS WAY INTO 1995 



. hen we 
found 
that the 
' hoys at Team 17 have 
Worms, we made a men- 
tal note not to nibble any 
of the free pork sand- 
wiches next time we're up 
in West Yorkshire. 

But no, it turns out our 

complimentary lunch is 

quite safe, Worms is in fact the 
latest project from one of the 
Amiga community's favourite 
developers. Described as a cross 
between Cannon Fodder and 
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bi nation) it's basically a story of 
kill or be killed, but have a laugh 
in the process. 

Up to four worm batallions 
seek to make fishbait out of each 
other in a multi-directional 
scrolling landscape with a variety 



of weapons of death. 
Apparently these ^ 

include bazookas, 
dynamite and 

grenades. Among the 
wittier touches is the 
ability to scarper (via a 
tunnel) when things 
get a little hairy. The 
winner is the player 
with the worm left 
standing. Or should 

that be wriggling? ' L - * 

The game will be ready by April 
1995 on 1200 and CD32. Expect a lot 
of poor-quality worm puns like 
"- ■ .- - ■ ■ — 



don't say we didn't worm you... 

But just when we thought Team 
17 couldn't get any more silly it 
went and told us about Pussies 
Galore. This platformer, to be 
released in March on 1200 and 
CD32, is set among the kittens of 



KiiK-r-kat? B but of 10 

owner* said it 

%e»mad a bit unlike/. 
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this world. The drama is sparked 
when, wait for it, a record is 
released by Evil Eric which. Black 
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into arms of Satan himself. 

You play Boris, unaffected by 
Eric and the Prince Of Darkness, 
and on a mission to get the devil 
out of kittenkind. Silly, yes, Gut silly 
with parallax, 50 frames -per- sec- 
ond and a 6dcolour play screen, 



ENCOUNTERS 

CLO " 



Considering the noise 
Gametek made about 
Frontier, it's being sur- 
prisingly quiet about the 
forthcoming Frontier; first 
Encounters. Well, we've got 
some pictures to tantalise all 
you would-be explorers with (PC, 
I'm afraid), not to mention a bit 
of blurb, so pin "em back and, 
er... check your input. 

Set in p re-Frontier days (i.e. 
before the colonies and territo- 
ries were established) First 
Encounters sees the welcome 
return of the Thargoids — the 
original baddies from Elite. 
Apparently, the presence of the 
aliens starts off a series of esca- 




lating rumours — not all of which 
are true — ■ and the only way to find 
out what's really going on within 
the game is to buy subscriptions to 
or\-1ine journals (sort of e-mail 
meets newspapers). 

David Bra ben {Frontier's author 
and programmer, in case you didn't 
know) said: "There's a huge range 
of missions and various routes to 
pursue- The important thing is that 
the main thread of the missions is 
much more hand-coded than it was 
before. There's an adventure side to 





it really, with a few blind alleys for 


The Beautiful South Users can 
access short audio clips, pictures 
of sleeves, and background infor- 
mation. ... 

. Still on music, news has come in 
of Mortal Kombat the album. Only 
on sale in America, this dubious- 
sounding collection comprises 10 
tracks by the Immortals, each one 
based on an MK character, Ice-T 
and Vinny Jone> must have been 


people to find and enjoy," if anyone 
knows what a ny of t hat ' s supposed 
to mean, would they please contact 
us. (Competition not open to any- 
one from Gametek). 
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TOP TEN 



a (-)Cannon Fodder 2 

(Viri-in) 
£*(— J Mortal Kombat II 

(Acclaim) 
A(— } Football Glory 

{Black Legend} 
f%( — ) Premier Manager 3 

(Gremlin) 
A( — ) Rise of The Robots 

(Time Warner} 
A { — ) Tower Assault 

(Team 17) 
A (6) Guardian 

(Acid Software) 

(J) UFO 

{Micro Prose) 
f\ [3) Super Stardust 

(Team 1 7) 
{£) (4) Club Football 

(Software Business) 
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Available for your 

AMIGA A500, A600, A1200. 

jjw'jjb 'The best golf game ever in the history of alt things' 
Jf ?H59V AMIGA POWER Nov 94 
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™/A should definitely be it - Ocean have come up with a 
new clear leader in the field." AMIGA ACTION Dec '94 
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DESIGN A 

INGENIOUS 

WEAPON 

AND FEATURE 

IN OUR FAB EXCLUSIVE!! DEMON 



vei I. iic i.il / i ii . i -. i I f .is ..i bil of 
d m t id scientist? A Mr Gat ling, 
Frank Derringer, or Mrs. MoMy 
Mustard-Gas? Do you cover your 
pencil urn with blueprints for secret 
weapons for making everyone love 
one another (girls); or naughty X-Ray 
Specs which will enable you to 
view members of the oppo- 
site sex in their birthday^ 
■nuits (boys,). Do you -sit" 
in your bedroom^ 
dreaming up exotic 
ways to hill, torture' 
or temporarily dis-' 
able disagreeable: 
classmates, nagging" 
parents, and unwanted- 
Christmas pets? Hmrnm, I ' 
thought so. 

Well, thankfully The One can now 
offer readers an exclusive outlet for 
their evil designs and unnatural 
urges. And rather brilliantly, there 
are no chalky tablets to swallow, no 
sticky expectorants to pretend 
you 'we taken but have really tipped 
down the bog, and no tricksy plastic 
ipoons with the capacity to hold a 
single water molecule to master! No, 
what we have in mind is a specially 
patented Amiga Therapy that isn't 
available on the National Health! 
(Haz, beds aren't available under the 
\ NHS, mate — Andy. J. 

\ This, then, is the plan. Those 
■ I gorgeous grease-monkoids the 
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Bitmap Brothers, super-space 
mechanics responsible for the devej- 
opment of The Chaos Engine 2 have 
agreed to let you design an amazing 
weapon, of special feature-type- 
thing, for our Exclusive! ! cover demo 
of their forthcoming game. All you 
i have to do is, think of some- 
thing very clever indeed 
~ and send it to us, If you 
[l— - can't draw for toffee, 
* • don't worry, just 
write your idea 
.down — but of 
course, if you fancy 
yourself as a bit of a 
Leonardo, then lay 
j, hold of those felted- 
^tips. Real disciples of Dok- 
tor Death can send us a disk 
with the finished thing all complete- 
ly done on it, We don't care! What 
we are looking for is something pret- 
ty damn deadly, yet daring and dif- 
ferent at the same time. Okay? 

Since one of the main focuses of 
the game is the interaction between 
two players, Les Bitmaps say that 
they are especially interested in ideas 
based on that theme. You might try 
to come up with a particularly devi- 
ous and unpleasant way of killing 
your opponent, but The Bros have 
hinted (and frankly we agree), that 
topping people is a bit dull, a bit old 
hat. They are however, especially 
interested in things that affect your 



adversary in new and innovative 
ways. Anyone remember The Total 
Perspective Vortex from Hitchhikers? 
It involved wiring someone up to a 
fairy cake. Showed them their true 
significance in the cosmos. Sent 'em 
bananas. Well, that probably isn't 
the sort of thing that would win. I 
reckon th^t bottle in Alice in Won- 
derland that said 'Drink Me' and 
made you shrink might do quite well, 
though. Dashed cunning. 

Anyway that's it, so send in your 
entries to; Please Grasp My Weapon, 
The One, Priory Court, 30-32 Far- 
ring don Lane, London EC1R 3AU. All 
entries must reach us by February 
28th 1995. 



VOU HAVEN'T COT 

ANY RIGHTS AT ALL 

All copyrights anil intellectual 
property rights in the demo will 
rest exclusively with The Bitmap 
Brothers, no matter what ele- 
ments of your idea they may 
incorporate. They will not be 
paying anybody anything for 
any idea which they might use 
in the demo, and they reserve 
the right to modify the winning 

idea in any way they deem nec- 
essary to fit in with the game. 

These modifications will be 
entirely at the discretion of The 
Bitmap Brothers, and no corre- 
spondence will be entered in to 
with any third party regarding 
such modifications. And that's 
that. So, er, there. 



THE CASE FOR A BEAUTIFUL DEATH 

Remember these littfe numbers from The Chaos Engine? See how the 
light gleams dully on their Cruel surfaces? Can you feel their weight 
pressing insistently against your hip as you dance towards destiny"? I 
don't like the look of that round thingy in the bottom right, do you? 




I 





STRIKE 



i«*J 






i 



I 



I 




JUIMGI F STRIKE is :i trademark ot Eleclrwiic Arts 



inn 

IstrkkfI 



OCEAN SO( rWARE LIMITED 

CAS1 LE FIELD MAN'. I R M3 

rElEPHONI no I 8 }. 



LETTERS 




Despite the flood of correspondence which has drowned Spunky my pet McCaw, I have 
decided to kill Pat and Jess anyway, because I didn't like the way they were always so 
chirpy. The Reverend Timms is next r and if I don't get sack-fulls of Christmas Cards then 
Ted Glenn will get his as well: I am sending one of The Twin's ears so you know I'm not 
bluffing. Write letters to: The One, 30-32 Farringdon Lane, London EC1R 3AU. 




As is tra- 
ct i t io n al 
with our 
Git of the 
Month, we 
have repro- 
duced the 'win- 
ning' letters exactly 
as we received it, typographical 
errors, grammatical mistakes, dodgy 
spelling and all. Though you might 
not notice (sigh). 

SENSIBLE SOCKER 

Dear The One, 

I think your view about Sensible 
Socker being better than Football 
Glory is way out of line. You cannot 
control the ball properly in Sensible 
socker you only have one choice of 
action replay, on Football Glory you 
have three Football Glory has got 
Great Atmosphere brilliant payabil- 
ity and Great Sound affects and 
Great Graphics, all much better than 
Sensible Footballs offering, Football 



Glory is Miles Setter! Youfi slnserly 
Dean J Ash by 
Scarborough 

SO FOOTBALL GLORY 

Dear The One 

I have being a keen fan of football 
games for my A 1200 since the first 
day I bought my first football game 
Sensi. After this game I have bought 
many other soccer games such as 
Kick-off 3 

Now I have just bought the best 
football game yet. Which you said 
doen't even compare to Sensi. Well I 
think its a hell of a lot better. Its 
funny and good fun to play, 

So football glory in my eyes takes 
the Sensi Crown hands down, 

Wesley Webster 
Scarborough. 

No it doesn't Wes. What is it about 
Scarborough though? The endless 
golden sands? The spooky castle on 



TOE JAM 

Dear The One, 

Komi 55 a r of Khaos, Chair of 
Demonology, All hail Khaotica! I am 
writing to you because I am in need 
of an Action Replay Cartridge MKIII 
but I just can't get hold of one. 

I need it because I like to be a low- 
down dirty scum/toe jam sucking 
cheat, (I prefer scum). 

Yours sincerely 

Deadlock (defiter of angels, psychk, 

layabout, cheat with honours}. 

PS, Can I please have the spell that 

you use to make spelling mistakes 

and be quite humorous at the same 

time. 

PP5. Your magazine is the crappest I 

have ever seen, keep up the good 

work. 



© 



What a pile of Khrap you do 
speak, young Deadlock. What's 



your real name-? Norman, perhaps? 
Or maybe it's Colin. Perchance you 
were picked on at school, though, so 
I'll forgive you tor your strange 
deviance on this occasion You can 
order a Replay Cart, incidentally, by 
ringing Date! on 0732 744 707. 



JANET STREET 
PORTER 

Dear The One, 

Firstly I would like to say how great 
your magazine is, but sadly the same 
cannot be said of some of your read- 
ers, particularly Ludwig Ledbury. The 
word 'Pants' does not mean that 
something is excellent, it is in fact the 
exact opposite So to say something 
is 'Pants' means that it's crap. And 
what, pray tell Is Yoof Culture? Who 
does he think he is, Janet Street 
Porter? 

Anyway, I have a few questions to 



the cliff overlooking the sea? The per- 
manently, devil-may-care, holiday 
camp atmosphere? The interminable 
drizzle. The rock? I don't know what 
you think, hut I call it damn fishy 
when two letters from young shavers 
arrive in the same post, praising Foot- 
ball Glory to the skies. It's more than 
odd and I smell a conspiracy I can 
Imagine the scene: two young 
blades, Deano and Wes — you know 
the kind, scruffy, uncouth, crap at 
games — try to get in whh the trendy 
'irxrowd' at school by playing Sensi- 
ble Soccer, Sut they're not very good 
at it, so many of the bigger, more tal- 
ented boys laugh in their faces and 
stand on their shoes. 

So, naturally, the two loosers get 
on their mountain bikelets, and 
decide to form their own renegade 
(no pun intended) band of other- 
footy-game followers. They choose 
Football Glory, because some sections 
of the press have said it's similar to 
'the other game'. They play it to 



put to you. 1). Do you know any- 
where that may have a copy of War 
in Middle Earth? 2). Will Lords of Mid- 
night or DoomanV's Bevenge be com- 
ing out on the Amiga? 3). Is life mere- 
ly a dream and all people pieces of 
cheese the night beforehand? 4) Has 
Kevin Keegan got no positional 
sense? Forgive the letter, but I am a 
student on an Arts degree. Keep up 
the good work fellas. 

Andrew Rigby 
Sunderland 

PS I am only writing this letter in 
defence of the word 'Pants' because 
it is such a top word to use in society 
and therefore, Ludwig, you are a 
whopping pair of pants. 

White agreeing totally with you, 
Andrew (nice name by the way mate) 
about the so-called Mr Ledbury being 
an utter pair of pants, I will confess 



death, making sure that they're the 
absolute world's best, and then try 
to recruit other disciples to the way 
of Football Glory, but of course, 
nobody listens, so they decide to 
write in to Britain's Most Amusing 
Amiga Games Magazine, and when 
they get no reply, they write to us 
instead. Gits 

Actually, we have no right to say 
these things, do we. It's unfair, 
you're both entitled to your own 
opinion even if It's wrong .Sensi, is 
quite simply the best footy game 
around and no amount of carping 
from some god-forsaken spot In 
Yorkshire will make us think otner- 
wise. And anyway, we'd listen to 
you with slightly more sympathetic 
ears if we'd received any similar let- 
ters. But no. Not one. Not even, as 
Harry would say, a sausage. 

So by way of conclusion, have 
this "Yar', a 'boo', a 'sucks' and a big 
fat 'Nyah-nyah, nyah-nyah-nyah', 
into the bargain. 



that I am a little confused as to the 
new meanings acquired by the word 
pants as there seem to be several 
regional variations. The great thing 
about words (and particularly English 
ones), however, is that they can pos- 
sess many meanings. Layers of mean- 
ing or resonances are built up over 
time through usage- The sad thing is 
that many words lose their original 
meanings or acquire new deposits 
('gay' is a much quoted example) 
which restrict their usage. This is not 
iikely to happen with 'pants', which 
now, by my calculation has four or 
possibly five meanings. There are two 
obvious ones, Being out of breath 
and an undergarment. Ah, but which 
are the others? t tell you what, a soft- 
ware prize to the reader who comes 
up with the five correct definitions of 
the word 'pants'. Write to The Pants 
Drawer, do The Letters Page, By the 
way, the American useage (as in 
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?rsj does not count as / am par- 
ticularly annoyed with Tesco's at the 
moment for using signs saying 'Take 
a rain-check' when they have run out 
of an item. Do they know what 3 
rain-check is? Why are they using this 
phrase when 'Temporarily out of 
Stock' was perfectly adequate for the 
purpose. I hate them. 

YOU SHOULD BE 
ASHAMED NEIL 

Dear The One, 

I am an agreeing reader, (eh? what 
docs he mean, I hear you say), 
because you answered that 'git' very 
well. I think his name was Neil 
Cousins, His game wasn't even good 
enough to be a spectrum classic (no 
offense to Sinclair). Charlie J Coo/ 
sounds like something a five year Old 
thought up and if you call those 
gameshots A1 200 then you should be 
ashamed — take a look at Virgin's 
excellent Aladdin and compare it to 
your game, Neil. 

Anyway, last month's MKII 
covendisk was good, but com oared to 
the graphics I'm used to, (owning an 
A 1200 and everything), were a bit 
poor, so will there be an A1 200 ver- 
sion? Oh and Bjork smells like last 
week's garbage, 

Ravi Ahluwaiia (aged 14} 
SrWngboume 
PS, Enclosed is a nice piccy of 
Agrabah Fighters'! 

Great picture Ravi, and one which 
encapsulates our feelings on he mat- 
ter Quite nicely as well. As to your 
other question, MKII wilt be available 
on the A 1 200, though there won't be 
specific AGA version, I'm afraid, 

RUMOURS 

Dear The One, 

I am thinking of purchasing an A1200 
but have been putting it off because 
of the rumours about Commodore 
going bust and selling out. Can you 
tell me if these rumours are true, and 
whether Commodore will stop pro- 
ducing games for the Amiga. And will 
the 1200 live on? 

Scott Walker 
Garmouth 

ft Vour magazine is one of the fun- 
niest around and brings a touch of 
humour to my house every month, 
keep it up. Also, what's Matt's 
favourite Group and, what is the 
name of the group he is in? 

Welt Scott, we at The One understand 
your confusion about the situation 
at Commodore, but allow us to clear 
up a few of your misconceptions. 
Commodore actually went bust some 
time ago. What 's happening now, is 
that the people who ran Commodore 
UK are trying to put together the 
cash to fund a management buyout 
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terone to give us your name, you can 
er... sod off (because he can't think 
of a word longer than the rather 
hackneyed antldisestablishmen tari- 
anism. Want a job? 



so that they can continue trading. We 
stilt don't know whether or not this 
bid will be successful, though the 
chaps at Maidenhead (Commodore's 
UK HQ) seem pretty confident. Com- 
modore don't actually make games, 
software companies do. 

Commodore does, however, make 
hardware such as the A! 200, and the 
worry is that the people who make 
games won't continue making them 
for the Amiga if the computers aren't 
being made anymore. At the moment 
because there are already so many 
Amiga owners out there, the num- 
bers of new games or conversions 
from other platforms doesn't seem to 
be falling off too much. If the future 
of Commodore is not resolved soon 
however, it is likely that software 
companies will not widh to spend 
too much money developing soft- 
ware for a computer that has 
stopped developing. 

As to whether you should buy an 
A 1200, welt yes, if only to keep us all 
in a job — but no seriously, there's 
plenty of stuff available or In the 
pipeline, and who knows, by the 
time you're reading this, the Com- 
modore thing may all be resolved. 

Finally, Matt's favourite group is 
The Tremeloes, His own band was 
called KtAI, but because this was a 
crap name he's trying to decide on a 
new one. The best thing he's come 
up with so far is ikea. 

RIP OFF 

Dear The One, 

I am a devoted fan, I can't wait for 
my copy of The One to come poping 
through the letterbox as I skip joyful- 
ly doen the starts and quickly rip off 
the outer plastic and start to read my 
favourite mag, I find Mortal Kombatt 
it which I start to read straight away. 
Then I find that it jumps from page 
34 to 51 . Why? You have also done 
this once before in your October 1 993 
edition, jumping from page 96 to 
1SS. The first time I kept quiet about 
it but I am not taking it any more. 
Our country should be a good honest 
one where decent people can go out 
and buy decent things. 



Peter Hughes 

Manchester 

PS What have you done with 

'Recommneded' and where is the 

monty competition. 

My, my Peter, your spelling is more 
amusing than our own. / don't tike 
the sound of anything 'poping' onto 
your doormat, as direct descendents 
of St Peter can make quite a mess 
when you squeeze them through 
narrow siots. As to us jumping from 
page 34 to SI, well that's just not 
possible as this would take ages and 
hurt our knees. No, but seriously, 
something seems to have gone badly 
awry at the print-finishers, as you 
appear to have an entire section 
missing! All they have to do is glue 
the finished pages into the covers, 
and it seems that they cannot be 
counted upon to complete this, the 
simplest of tasks. You can bet they 
won't be getting a Christmas card 
from me this year! Actually, if you 
don't tell us these things, we never 
hear about tftem; so if your mag has 
got something wrong with it i.e. 
pages out of sequence, back to front, 
upside down etc, do let us know so 
that we can have a go at the right 
people. You see they are sneaky, and 
always make sure that the copies of 
The One we get are perfect.. Anyway, 
have this pristine copy of The One 
with our compliments (puts nice new 
mag in horrid brown envelope.) 

Clever of you to notice the lovely 
new economy sized 'Recommended', 
which has got just as much cleaning 
power but helps the environment by 
using fewer pages. As for the 'monty' 
competition, don't know what you're 
talking about fetla. 

THANKYOU 

Dear The One, 

I've got one thing to say to you; 

Pneumonouitramicroscopicsilkonvol- 

to miosis. Thankyou. Byee. 

Someone Trendy 
Somewhere Trendy 

Hmm. Harry says that as you are 
obviously lacking the methyltestos- 



EXCLUSIVE!!!!!! 

Dear The One, 

Id better start with something excit- 
ing so you'll read on,,, 

Ah ha! Got you interested! (Clever 
bit of reverse psycology, eh?) A few 
points about two of the letters in last 
month's issue (December 1994), First- 
ly to Luke Foster, 'Why don't you 
spend more pages on reviews and 
tips instead of all the crap that's in 
there at the moment'. What crap? oh, 
l suppose when youn said crap you 
were referring to the space your let- 
ter was printed on, in which case I 
have to agree. 'I've got better things 
to do than write to you sods'. Obvi- 
ously you haven't otherwise the 
spacefilled with your crap could have 
been used for more reviews or tips, 
but no. Instead of sparing the world 
your rapid dribble, you're obviously 
so lonely that you sat for hours read- 
ing your issues of The One (all the 
words you could understand, that is) 
thinking of points to prod The One 
with. 

Secondly, C. Cavey. If your children 
are the angels you make out r they 
wouldn't understand the similarity 
between 'Fucking and er... that 
other word. Also taking up the point 
made in the reply, was that the only 
rude thing yopu could find in the 
magazine? Because if it is, I'd like to 
point out that the page The One 
flops open at isn't the only page 
there is. If every reader writes in say- 
ing the same thing, then some notice 
should be taken, but as I doubt this 
will happen, try exercising some 
parental responsibility (pah! I doubt 
you can spell it) and don't let your 
children read The One. 

Right, hopefully my comments will 
annoy them enough to start a prover- 
bial punch-up, I like a good fight! 
Erm. a coouple more things, Could 
you not put 'Exclusive' in them little 
pointy Stars all over the mag. It 
makes it look like a tin of beans with 
a special offer label. It makes The One 
look cheap which it's not (no price 
reference intended, so ha I Luke). One 
last thing. I looooooued that Mortal 
Kombat poster. Any chance of a Rise 
of The Robots one or something, eh? 
I'M say please and everything. Look, 
'please,' 

Dan 
London 

t quite like your point about rapid 
dribbling, Dan, because... well, real- 
ly there's nowt worse than smalt 
gobbets o f spittle stowiy making 
their way down your chin. And 
I'm really glad you agree with us 



* 
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about the subject of rude things. I 
even take your point about the little 
yellow stars — but I happen to think 
that cans of beans look nice and 
pretty with their spiky patterns and 
crazy labels. But t draw the line at 
discouraging kids from reading The 
One — because after all, Dan, we 
need ail the readers we can get. 

WE ARE NOT 



CiU 



^kr 



Dear The One, 

Having read the letter from MG, the 
porker from Wales, I reall had to 
write in and let people know how 
stupid some of them are! I have one 
living nearby and while he does 
always acknoledge me, we are not 
friends. He recently bought an old 
600 and a new 2-5 drive which he 
planned to fit himself 

Anyway, he Came over One nig ht a 
few weeks ago, and knowing that I 
repair computers, asked if I had any 
Ideas, why his hard drive wouldn't 
work. Here's the funny bit, the silly 
person had opened up the computer, 
found the Cfadle, screwed the drive 
to it. bunged it back onto its locating 
holes and put the top back on. He 
then spent the next few days trying 
to install his workbench disk onto it. 
He had overloked a vital piece of 
hardware, the little piece of hard- 
ware, the little cable that conned!, 
the drive to the interface, what a 
****headl! 

As it turned out he had even 
thrown it away with the packaging 
and had to get another (chortle). 

This is such a good example of 
how thick you need to be to qualify 
for the police force these days, it's 
very worrying. I thought Matt's com- 
ments in his reply were admirable 
and very amusing (though not as 
amusing as mine — Harry.) and I am 
sure that thousands of people will 
agree. 

Well I had better stop now and get 
on with some work, thanks for the 
great mag and don't let the M.G's of 
this world get to you! 

Jon Someone 
Northern England 

PS Please don't print my full name 
and address as I may end up getting 
a good hiding. 

Marvellous anecdote, Jon. It reminds 
me of the hilarious time this scnew- 
driver wanted to tap into a Rim Ram 
Rom disk drive with a soldering iron, 
The damn fool had got his dongle 
caught in the I/O port! How we 
laughed! By the way T it'll he £10 each 
please not to divulge your where- 
abouts to a certain little piggy. To 
borrow (promise we'll put it back} a 
phrase from er, I think it was on 
Cracker the other night 'We know 

where you live'. 

7a, ta. John. 
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OVERDRIVE? 

Dear The One 

1>. I bought an Overdrive CD-ROM 

for my A1200 recently on the 

understanding that it would play 

most CD3Z existing titles, Could you 

please name some! good I titles the 

A12Q0 CD-ROM will! read! that 

there aren't A 1200 versions for 

already! 

2). Will the A1200 CD-ROM play: 

Inferno, Rise of the Robots, 

Reunion, Mega Race, and Heimdall 

2 in CD format? 

3). Do you think better emulation 

software will be brought out for 

the CD ROM which will work with 

the Overdrive CD? 

Dave Brook 
Huddington 

1). I'm sorry, but at the time of 
writing Indi, the distributors of the 
Zappo CD drive, were unavailable 
for comment. Seems they were 
'busy', a term which we, as a mag- 
azine on a tight deadline, are of 
course not familiar with, 
2). Sadly, the same answer as 1 . 
3). And again, the big 1 says it all. 

GROVEL GROVEL 

Dear The One 

I have recently just purchased my 
long awaited Amiga EDO and decid- 
ed to buy your mag. It's EXCEL- 
LENT!! the cover disks are brilliant, 
especially MKII and ROTR. I would 
like to say your mag is the best and 
I will plan to buy it every month. I 
will also persuade my mates to as 
well. I can't fault your magazine in 
any way and hope you will answer 
my questions: 

1), What is the point of an external 
disk drive and is it worth getting 
one? 

2). What's the difference between a 
HD Amiga 600 and a normal one? 
3). What five games do you think I 
should buy next? 

4), And finally if you were stranded 
on a desert Island which five things 
would you take with you? 

B Maguire 
Essex 



1). You know how some games 
come on one disk, while others 
need two or more? And you know 
when there are two or more, you 
often need to swap them? Right 



the point of an external drive is so 
that you can put disk one in as nor- 
mah and disk two in the second 
drive, and you won't need swap 
them any more* Beware, though, 
because some games aren't pro- 
grammed to recognise the external 
drive; and while in our opinion the 
programmers of such games should 
be taken out and shot, at least 
most mum-disk games do. 
2). An A&0Q HD has a disk drive 
built into it, whereas a 'normal' 
one, er, doesn x t 

3). Theme Park, Mortal Kombat tl 
SWOS, Zonked! and Charlie 1 Cool 
(ha, ha, ha) probably mate, but as 
we don't know what you've 
already got it's a bH hard to advise. 
4), Matt will take a guitar. Pink 
Floyd's The Division Bell' (and CD 
player), A Dallas Cowboys cheer- 
leader and a Slush Puppy machine. 
Harry says he'll have HMS Ark 
Royal, a helicopter, a nav-com satel- 
lite, Liz Hurley and some chips. 
Andy has asked for a Chameleons 
album, a pen, paper, a slice of cher- 
ry pie and Joanna Lumley. 

UPGRADES? 

Dear The One 

1). Does SWOS have any digitised 
section of when you win the cup or 
league, because in the first game it 
was incredibly frustrating because 
it just said in writing 'Liverpool win 
the Cup' after all that effort! 
2). This is what some specs should 
feature in the new Amiga: A dual 
Speed CD ROM, 27 MHz Clock- 
speed, 16 bit, 16 channel PCM 
Sound Chip, 64 bit Processors and 
architecture and 3D rotation and 
Sprite scaling chip. What do you 
think? 

3). Do you think the Amiga will be 
able to compete with the likes of 
Nintendo, Sego + Atari in the 
future, technology and games 
wise? 

4). If a new Amiga comes out with 
a better spec than the A1200 
(which I've got), would you suggest 
me and other people who have got 
it upgrade? 

5). I've got Rise of the Robots and 
it's FANTASTIC! 

Have a very Merry Christmas and 
a prosperous and happy new year! 
to you and all The One readers. 
LONG LIVE THE AMIGA!!! 

Sylvester Williams 
Thornton Heath 



1). fVo, it's the same old message 
as before. Anyway, whai're you 
reading this for — take a look at 
Matt's review on page 62. 
2)- Hmmm. Sleep, lunchtime, get- 
ting the mag to the printers on 
time, getting a haircut, and Psyg- 
nosis delivering Lemmings 3 late. 
That just about sums up my 
thoughts for the moment 
3). Ah. a good question. The new 
Sega and Sony (which you didn't 
mention) consoles are looking very 
hot indeed, so Commodore will 
need to get its act together on the 
new technology front pretty 
sharpish to keep up Atari's Jag is 
good, but not as good; white Nin- 
tendo's Project Reality is, in reality, 
a long way off. Perhaps they 
should re-christen it Project Virtual- 
ly. So the answer is, if Commodore 
sharpens up its act, yes; if not. er. 
no. 

4). A few small problems here, Syhr. 
The price, for one, and exactly what 
new capabilities the machine would 
have, if it existed, which it, of 
course, doesn't. So, er, maybe. 
SJ. No It isn 't, See page 76. 

MY OUESTIONS 

Dear The One 

I own an A1 2 00 and was wonder- 
ing could you p tease answer my 
questions? 

1) Does Sim City 2000 really need a 
hard drive and 4Mb of RAM or can 
you use an external drive instead? 
2). Is Sega'* (bbo!) newly-released 
Earthworm Jim coming out on the 
best computer ever? Or what? Eh? 
3). Is Fife Soccer '95 coming out on 
the Amiga and if so when? 
4). Does your dust cover split 
around the comers? 
5). Why don't any of the Lotus 
games work on the A1 200? 
6)- When is The Lion King coming 
out on the Amiga? 
7). Why do you always print crap 
letters like this? 

Lee Mortimer 
Reading 

1). No, ft doesn 't, Maxis only went 
to the trouble of printing that on 
the box for a joke. 
2). No. 

3). I'm afraid there are no plans 
for this either. 

4). Yeah, it does. Strange that eh 7 
S). They do. Lotus 3 works fine on 
the A1200 off the shelf' as It 
were, and indeed is; while if you 
have a problem with either Lotii 1 
and 2 then send your disks back 
suitably addressed to; Gremlin 
Interactive. Carver House, 2-4 
Carver Street, SHEFFIELD SI 4FS. 
6). By the time you read this. 
7). Because. 
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J: OGRESS 

Two years ago The 
Bitmap Brothers 
released The Chaos 
Engine, a strategic 
shoot- "em -up in the 
style of Gauntlet. 
Now the sequel's 
almost ready to be 
unleashed r and The 
One presents a Work 
in Progress of 
gargantuan 
proportions. Over 
the next few months 
we'll be talking to 
the eight different 
Bitmap Brothers 
responsible for Chaos 
2, as they move 
towards completion 
of their project. And 
if the first two are 
anything to go by r 
Andy Nuttal I and 
Matt Broughtoii have 
a tough time ahead—. 
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DEVELOPER: The Bitmap Brothers: Simon Knight 

(Project leader, Design); Eric Matthc 

Steve K«llv (Programming): Steve ClTgl 

(Programming); Rob Trevcdeyan 

(Intelligence programming); Dan 

MalOlM (Graphics); Gary Carr 

(Graphics): Chris ilauJe ( Music) 

INITIATE!. *P ril " 9J 
RELiAjifibSMter 19? J 
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tiile all the others do the 
programming, graphics 
rind musk, Simon and !... 
er, resolve major design issues," : 
grins trie Matthews, Chaos Engine 
2'i co-designer. "Like how to get rid 
of two of the characters from the 
original game.'' 

The Chaos Engine 2 is more than 
just a sequel, it's a character sssas- j 
si nation . Literally. Two of the char- : 
acters, the Preacher and the Thug, 
have been kicked out; not from the 
storyline, but certainly from the 
active part of the game. Sitting in 
front of us is the preliminary version; 
a simple, one-level, playable demo, j 
"We tend to approach the devel- j 
op merit of all our games by produc- 
ing a mini version of them," says Eric. ; 
"The idea is that before we start 
""everybody developing the different : 
parts, like the graphics, sound and j 
programming, it's really good to get : 
a very quick feel on whether the con- j 
cept work<> or not. What we've done 
"with Chaos 2 is to produce a single 
level, with some of the elements 
missing from it, to give us a good : 
idea of what the game is about. And : 
to test that it plays well. 

"So, where should we start?" Eric 
looks for inspiration to his desfgn; 
colleague. Simon Knight. Rumour 
has it that gameplaying competition 
between the two is so great that it's : 
not unknown for one to kick himself \ 
in the lavvy for half an hour after a ' 
particularly heated game of Sensi. 
"Well, we could begin with the 
storyline," he replies, with a raised 




Simon Knight, looking pretty cool 
despite balancing precariously on a 
small ledge above the icy waters of 
the Thames. 

eyebrow and just the hint of a smiie. 

"Towards the end of the develop- 
ment of The Chaos Engine," says 
Eric, "we started thinking about the 
sequel. We got the opinions of the 
people who played it; and generally 
everybody thought it was a great 
game, and worked really well. So we 
thought Lets take the characters 
across, but do something complete- 
ly different with them.' 

"One of the major things which 
came out was that there was a com- 
petitive element in the original 
game, i.e. you've got two characters 
in there directly competing for the 



same aims, and it would be good to 
focus on that for the sequel. 

"In terms of the story," he contin- 
ues, "the way it works is that at the 
end of The Chaos Engine,., by the 
way, did you get that far, Andy?" 

Oh, dear. Like Sensible, a visit to 
the Bitmaps i* never slmpte You vei 
rarely get a straight answer, and vol 
have the, erm, wee extracted from 
you. Constantly. Still... 

"For those who haven't seen the 

ending, like yourself Andy lsee?J, the 

Chaos Engine itself is destroyed. 

Eric explains, "and the Baron, who 

created the machine, is trapped 

inside it. Across goes the Scientist, or 

the Preacher, to examine the inside 

of the machine, and he discover* 

that it's Still active, and the Baron has 

escaped. [M'ucked] off. Back in 

time, basically, to retrieve some 

j items that were scattered through 

i time when the Engine exploded. An: 

■ he needs those items to rebuild it 

you see, in turn to release himself 

'and then escape." 



CHAOSPITALITV 

As you might expect, The Bitmap* 
didn't set the original ending up wit* 
a sequel in mind, and the last MB 
wa*, in fact, made up later, "If w*| 
had set it up," Eric grins, "it would* 
have taken us far less time to make 
up the story. And it would have beer 
j lot stronger than the one we're 
about to tell you! We were thinking 
of having one of those things like*! 
the start of film sequels, just bring- 
ing you up-to-date with what hap- - ' 




oenec; and just say 'this was the end 
sequence from The Chaos fngirte'. 
But we'd probably have loads of peo- 
p*a saying "Hang oo, I don't remem- 
ber tMs hit', 

"So anyway, he discovers that the 
Baron has gone. Ami he thinks, 
.eking] hell, what are we going to 
3o now?' So, four of the characters go 
o*ck in time to try to stop him, while 
the other two stay behind and guard 
the machine, just in ease the Baron 
coram back before the others do. 

"The four char- 
acters go back, 
of which you 
can select two 
to compete 
against each 
other, to find 
the items 

before the 
Baron does. 
Once you get 
back through 
arte, the Baron appears, and he 
'orms a link through the different 
stages of the game. He takes control 
3* you, and says that one of you 
■ kid the other player. And in 
turn the one that actually does that, 
by completing the puzzles or traps, 
the objectives that he sets you, will 
■*■ the game. So you're in direct 
competition with the other human 
-r Alternatively, when you're i 
playing the one- player game, the 
computer takes the part of the sec- : 

"Go j way, Andy. You still can't play 

The Chaot Ertginm," said Eric 

Matthews, testify, 




W WK 

"Vou play In different time period*," 

says Iric. "so you go from the 

Future to an Aztec level, to a 

Medieval one, to a Japanese kind of 

thing. One* you've got the correct 

item from each iOrte, the Baron sets 

you up with a new challenge. Until 

finally you get alt the items and you 

go off somewhere, which we're not 

;aing to teN you about, the last sec- 
tion's a surprise, you see" 

ond player." While we're on the sub- 
ject of the computer player, I can't 
be the only one to have noticed that 
the computer player in The Chaos 
Engine was a little on the, ah, greedy 
side. Can I? I mean, every time a 
secret exit opened, each time a node 
appeared he'd be off, collecting 
everything and shooting everything 





at top speed. Is this artificial avarice 
to continue in the sequel? 

"Even more so,™ laughs Simon. 
"Basically, he's out to do exactly 
what you're trying to do, so there 
will be more of that." 

"Generally, the game is played in 
buildings," Eric explains. "In the 
buildings there are rooms, obvious- 
ly, and within the rooms there are 
various items which you may or may 
not need to complete the level. Given 
that it uses a split-screen, you could 
be in one room of the building, and 
I could be in another, trying to do 
exactly the same things. Or we could 
be in the same room. And when that 
happens, we'll meet and we'll either 
decide to avoid each other, or to kill 
each other and maybe steal the 
things that the other person has col- 



lected. Very simple. I suppose the 
ideas behind it come from games in 
the past which we've thought 
worked really well, like Spy vs Spy." 

This point in the interview is a lit- 
tle cloudy, as the interviewers and 
interviewees reminisce and cackle at 
great volumes about 'What a great 
game Spy vs Spy was'. Because, to be 
fair, it was. Based around characters 
from the US magazine Mad, the 
Commodore 64/Spectrum game fea- 
tured a black spy and a white spy 
racing around setting traps for the 
other player, and trying to find 
pieces of a rocket. Thankfully all the 
laughing and very loud voices calm 
down shortly. 

So did somebody just walk in 
one day and say 'I think we 
should do a Spy vs Spy game'? 
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"I think the idea came fjrom us; 
talking about what we liked in 
Chaos," says Simon. 

"Yeah, that was a short conversa- 
tion, wasn't it!" grins Eric. "We liked 
the characters, but much of the other 
stuff was just... well, we could have I 
done so much more with it, let's put 
it that way. It was just Si and I, real- 
ly; and I suppose it just came from 
one of us saying 'wouldn't it be fun 
if you could shoot the other eharat- I 
ter". As simple as that. And then we 
started to look at head -to- head two- 
pf ayer games," 

"Spy vs Spy was a very simple con- 
cept," adds Simon,, "and we're doing . 
a lot more here. But the idea that 
you're both in these rooms, and you 
run around trying to collect items, 
and you can booby-trap chests arid 
stuff; all that was a really simple idea 
which worked rea fly well." 

"Another reference for the game 
would be Super Mario Kart," says 
Eric. "Not in terms of gameplay, 
because it's obviously not a racing 
game, but because you always have j 
the ability to get back from a really 
had situation, and feel you've got a 
chance of winning. In Mario Kart you 
could be eighth, and you've only got I 
two more races to go; but then you 
get the star and suddenly... You 
know what I mean? With this, you 
might have your key and your ammo, 
and you're on your way, but then 
someone teleports you back to the 
beginning and shoots you. You get 
that shift between winning and los- 
ing, and it works really well — that's 
the kind of feel we wanted from the j 
game. " 

"It's for that reason that we're giv- 
ing the player a quick burst of speed . 
when his opponent gets the key," 
chips in Simon, "so the losing player 
aiwayi has a chance to catch up." 

CHAOSTEOPATHY 

There were two main features of 
Chaos the designers wanted to bring 
forward: the characters, both in 
terms of the way they looked and the 
idea of each having their own 
attributes and weapons; and the 
gameplay, which was basically top- 
down, eight-way scrolling. 

"We've added 
a lot more 
character ani- 
I (nation, " says 
I Simon, "and 
also a few 
things that we 
didn't have in 
the original, 
which make 
the baek- 

■igrounds 
more... interactive. For example, in 
Chaos you couldn't go under- 
neath things, but now you can 
not only go under things, but 
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you can hide behind walls. And you 
can lean against them, of course; 
and squash yourself right Up against 
them, which is very useful in tight 
areas." Er... quite. 

"And not for 
getting, of 
course, the 
fact that you 
can now jump 
up and down 
from walls, 
and that's 
something 
you couldn't 
before," Eric 
enthuses. "So 
you can ambush people: if you've 
run out of ammo, and the other 
player walks on the floor beneath 
you, you can jump on top of him and 
take him out. So it's a lot more 
believable in terms of a landscape" 
Hiding behind 
bits of scenery 
has marc 

sneaky conno- 
tations than it 
first seem*. 
Running quick- 
ly behind a 
wall, before 
leaping out 
and ambush- 
ing the other 




character is kind of dodgy, because 
immediately you stop moving, your 
opponent can see that your screen 
has stopped scrolling, and will 
instantly know where you are. How- 
ever, if you can hide your little bloke, 
you can also hide a mine to blow him 
up, or something you don't want 
him to find, like a key. 

Of course, that only applies for the 

two-player option, because a cortl- 

' puter player wouldn't be sneaky 

enough to do something like thai 

Would it? 

"You'll never get to the stage 
where you can recreate a human 
opponent, with the tittle nuances of 
ptay which will come out of two peo- 
ple playing each other," reckon* Eric. 
"Any game which has been designed 



as a two-player, a racing game or 
whatever it may be, is always going 
to he better played against a human 
opponent. 

"Rob iTrevelieyanl's Intelligence 
routines are very good in terms of 
how c I ever the comp utor ca n be, but 
at the moment we've got a very sim- 
ple system where they can find their 
way around the map, they can tele- 
port, and they know where the exit 
is. The stuff we're working on now Is 
so they can avoid you; if they see 
you waiting in a corridor they'll go 
the other way. They'll have the radar 
as well, so they'll know where you 
are and go a different route." 

Unlike The Chaos Engine, the 
sequel's levels won't be heaving with 
enemies. The designers are being 



f 




ESS 



-are selective this time, preferring 
to go more for quality rather than 
ipflfrt'ty "You could really get away 
with no monsters at all in this game/' 
«ys Eric "We want the monsters this 
Ant to be a further challenge, some- 
B ei ng else to be aware of when 
you're playing. This produces more 
one-on-one challenges, head-to-head 
combat rather than 'Ooh, I've got a 
k>q gun and I'm going to shoot 
things' The main thing which must 
be retained Is the payability between 
two human opponents. The other 
rn*ngs are ancillary to that, really. 

"Not all of the 
monsters 
attack you, 
either, 1 ' reveals 
Simon "There 
will be a num- 
ber which do 
certain things, 
like protecting 
objects, and 
then when you 
approach 
they'll move them, So they won't 
necessarily be aggressive towards 
you, they might just hinder you in 
some way," 

A possible problem, \ which 
(tan rred with Spy vs Spy, is that the 
computer became too intelligent, 
*--d the only time you actually saw 
tern was at the start of the game. 
•ram then, he simply said 'See ya", or 
ic Tie thing, ran off to collect eve-ry- 
— rg, and the only time you saw him 
again was by accident- 
Howe ver, the Chaos 2 designers 




The human element, if you will, 
which comes into play in C/uoi 2 
will be exploited by a number of dif- 
ferent room* which the players can 
simply drop into- "if* 'ike a half- 
hour-after-work type of thing," says 
Eric. "So while you'll be able to play 
it right the way through if you want 
to, you can drop in to several differ 
ant zones just to have amuck 
around." And what "better way to 
spend a half -hour after work, than 
blasting hell out of your colleagues 
in a futuristic arena? 

have already considered this: "The 
bu i Idi nqs are split up into sma I ler lev- 
els," Eric explains, "and we design 
them so that large areas are locked 
off Until the earlier levels are com- 
pleted. That way the smaller levels 
become more intense, because your 
opponent Is always only two rooms 
pr so away from you; and whoever 
finds the key for the e«it r and goes 
through It takes the other player 
with him," 

CHAOSMOSIS 

The level which we're playing, effec- 
tively the test level, is made up from 
six rooms linked together. The final 
game will not only have bigger lev- 
els, but also different floors that you 
can go up and down on. Even with 
just six rooms, though, the game can 
become quite complex. 

"This level is very small, but when 
people have played it they've dis- 
covered things which we didn't 
design to happen," reveals Eric. 
"There are two restart points, one for 
each character, and if you get tele- 
ported you come back to these posi- 




tions. So one ['dastard] thing to do 
to your mate is to cunningly drop a 
mine onto his teleporter, and then 
teleport him. Not only will he go 
where he doesn't want to go, but he 
will die when he gets there, Brilliant 1 

This single completed level of 
Chaos 2 is simplistic in the extreme. 
But although the Bitmaps are intend- 
ing to throw in monsters, pickups 
galore and a plethora of new toys, 
the last thing they want to do is 
over-complicate it. 

"We want to retain the simplicity 
of the game," says Eric. "It's possi- 
ble to make much more of the levels 
by understanding how they work," 
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"Once in Ro-oooyal Da-aavid'i Ci-ty, stood a to- 
oowly Ca-aatle Shed." Can we have our fifty pee 

now, mister? 
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In a great tradition, stretching 
back to the Bitmap's original shoot- 
em-up Xenon, each of the Brothers' 
games has featured a shop. Power- 
ups, new weapons, shields... every- 
thing available, at a price, and suc- 
cess at the game breeds the money 
to succeed further. But Chaos 2 will 
be subtly different: 

"The shop works in a pretty simi 
Iflr fashion to previous games," 
explains Simon, "but in this one 
you're gaining experience more than 
anything. A lot more of it will be 
automatic; you'll be granted powers 
for achieving things, so the better 
you play the game., the more power 
will be given to you." 

'There are preset things you can 
have as you reach certain points in 
the game," says Eric, "So a weapon 
might appear, and you can buy 
charges to use with that weapon in 
the shop. So you'll have, 1 think, up 
to four or five per character: tele- 
ports and speed-ups, all this kind of 
stuff. There'll also be money and 
treasure." Hurrah! 

d food, perhaps? 

"Foo- too- food from Chaos h 
yeah?" he laughs. If you haven't 
played the original, sorry about that, 
n-joke, you see, 

Oh, Fine. £ 



NEXT MONTH! 

We'll be featuring the magical 
words of Dan Malone, the creator 
of the excellent graphics in Speed- 
baft 2 and the backgrounds of The 
Chaos Engine. He'll be describing 
some of the techniques he uses to 
achieve that special 'Bitmap Broth- 
ers' look, and exactly what he's 
doing at the moment for Chaos 2. 
Oh, and well be chatting with pro- 
grammer Rob Trevelleyan too, 
about his work on artificial , 
intelligence. Don't miss it! 
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PROJECT; Shadow Fighter 
PUBLISHER; Gremlin 
DEVELOPER: DOHMflkO Barba 
(Programming); Fabio Caponc 
(Graphics); Fabio Cictiarello 
(Mink) 

INITIATED: February 1994 
RELEASE: December 1994 

A number of curiosities sur- 
round Gremlin Interattive's 
latest game. Shadow Fight- 
er. The shroud of secrecy over the 
development for one; we thought 
the gap between Mortal Kombat tf's 
announcement and its release was 
narrow, but compared to Shadow 
Fighter it was a 12- lane highway. In 
late November, Grem- 
lin contacted us with 
news of the game, 
which is to be released 
before Christmas. 

Streamlined or what, I 
ask you! 

Another odd Shad- 
ow Fighter fact is that 
the Italian pair who 
programmed it 

Domenico and Fabio, 
have never made a game before, 




And y^f, like all good beat- 'em -up i„ 
JfOU can play the same two charac- 
ters against each other — they sim- 
ply change jacket colour, or 
something. Yurgen (the copperas 
special move is to pound the floor, 
creating... er, fire. And then they go 
back to a goad truncheon-pounding, 
Of coyrse. 

But that's not where the curiosity 
stops. While Domenico and Fabio 
have been working on beat -'em-ups 
for two years, off 
and on, they only 
actually started work 
on Shadow in Febru- 
ary this year. Before 
then, Domenico had 
to go and do military 
service, and while he 
was there he actually 
wrote a good deal of 
the code — on 
paper! No, really, 
Peter confirms. "So he 





"The blood's an option," reveals Pete, "To blood, or net to blood, as it 
were. The developers did a beat-'em-up about two years ago, just for their 
own pleasure, and there was, blood in that, It's not like Mortal Kombat, this 
blood's just on the floor — you don't see it splattering around the place. 
The whole floor can fill with blood, eventually," 



m 

9 
9 
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which was slowing down its produc- 
tion of Amiga games, so much that 
it's now confident of bettering all- 
comers — including Mortal Kombat 
H. Mama mia, eh? 



fully to communicate with Peter, 

"Right- Apparently it took him two 
(duo) months, while doing military 
service (servizio), to write the editor 
on paper, and then a week to actu- 



"Its true, 
They simply decided, one day, that was getting all that together while effects 



"They're using art incredible editor ally do it on computer. I'm amazed, 

if that's true. That's incredible." More 
muffled voices. "Oh, he says that he 
finds it incredible, too*" he laughs. 



they'd had enough of the Street 
fighter lis and Mortal Kombats, and 
thought they could do oh so much 
better. 0. 

The burning, $64,000 question, 
though. Is whether the game's pro- 
ducer, Peter Cook, ever gets any 
amusing comments about his name, 

"I do, yes," he laughs. "All the 
time. And you'll be wise not to com- 
ment, unless you don't want to 
speak to me again." Hmmm, touchy 
eh. Best get on with the WiP, then. 

"And the guys working on the 
game come from Sicily. So don't 
mess with them either! " Peter adds 
with a grin. 



Fabio was at home, designing the 
characters and playing all the beat- 
'em-ups he could. Generally looking 
to see why some beat- 'em-ups are 
better than others, and trying to 
incorporate all the best bits in theirs. 
It's been quite a long process, I think, 
which has come together astonish- 
ingly quickly " 

Unusually, for a game developer, 
the duo made sure they'd almost 
completed their game before sign- 
ing up with a publisher {Gremlin in 
this case), and hence the short time 
the company has had to put its mar- 
keting force behind It Technically 
brilliant, the game wowed Gremlin, 



for the game," enthuses 
Peter, "which enables 
them to put in sound 
the collision 
detection points, ani- 
mate the characters 
and get them fighting. 
All from one pro- 
gram. It means that 
Fabio is able to con- 
struct the charac- 0f 
ters quite quick- 
ly, and pass a file to 
Domenico which he just 
sticks into the program," 

Peter turns to speak 
to Domenico: "How long did it take 
for you to write the editor?" he says. 
deliberately. The muffled sound of a 
voice speaking in pidgin English sug- 
gests that Domenico is trying man- 




A ROMAN 
KNOWS 

There's only so much 
that you can find Out 
by talking through an 
nterpreter, so the Italians 
bravely agree to talk to me 
directly, "Nice, er,,, nice to 
know you!" Domenico 
exclaims, with a grin that 
I can almost see despite 
him being a hundred 
miles away over a telephone line 
Good start. Where did the inspira- 
tion for Shadow Fighter come 
from? "We bought StreefWghtef 2 
on the Amiga, It was possible to 



You've seen Streetfighter 2 r battled with Body Blows, eaten 
Elf mania for breakfast, and mauled the Mortal Kombat twins. 
Where do you go now? Andy Nuttall squares up to the new 
pretender in town. tftfujb^ 
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■alee Streetfighter 2 on the Amiga, 
~o-one really tried to make it. 
, 9 th ought 'W hy don r t we try 
to do better?' and wrote some rou- 

• i to do another beat- ' em -up, 
setter than Streetfighter 2. And, 
at did. 

We thought the best way to do it 
d be to keep the frame rate up. 
so we decided to use 
-it seven colours." 
g on, is that seven 
:urs. in the fore- 
;-ound, or the back- 
ground? "Yeah, the 
foreground and back- 
ground," he replies, 
cryptically. "It uses 
th* copper to change 
a>* colours, so we can 

mnrty parallax, and many, er, 
colours. Like Lionheart." Ah, I think 
■hat Domenico's trying to say is that 
they used seven colours for the two 
characters, and then used a similar 
technique to Thalion's brilllant-look- 
rtg L/onhearf. game to achieve loads 
of colours in the background. 

"Then using seven colours we 
have, er, much memory," Domenico 
;ontinues. "We have enough memo- 
ry to do about 150 
frames for each 
character. Then we 
have about 25 

— 3»es, and about 
SO different anima- 
tions, also for each 
character. So now 
everybody can 
www that Street- 
lighter 2 was possi- 
ble to do, but no- 
one really tried." 
vou have to admit, 
Sesprte the enthusi- 
astic near-English, 
that 150 frames of 
animation — with 
character* this size 

— s pretty damned 
-ipressive. Because they're both 

54-nes players, they know exactly 
they would want from a beat 



and each background has parallax on 
it." It ah sounds pretty damn com- 
plicated to me, but when I asked 
Dom if it was a problem for him, he 
just replied, casually, "No-" Modest- 
o, too. 

"Okay, I tell you the story from the 
beginning. We started, two years 
ago, a beat-'em-up. But when we 
were finishing the beat- 
'em-up. Body Blows was 
finished too — but our 
game was too close to 
it. Then we decided to 
drop the project, and a 
month later I had to 
start military service. 

"In that month, I 
think about a new beat- 
'em-up with a dual- play- 
field system- So I say to Fa bio 
'please, make characters with only 
seven colours'. And he said 'you are 
crazy! It's impossible to do in seven 
colours'. In the year after that, 
though, I started on the code and on 
the moves, and Fabio started the 
parallax and the characters. 

"Then, when I finished national 
service, we started to work, Now, we 
are here, and I can't believe that we 
have a good 
game, a good 
editor, and a 
good... every- 
thing. Some- 
times, we look 
at the monitor, 
and we say 'it's 
impossi ble ! ' 





the dual 
ft notice Jbat 
urj^riY the^ 
laid to me 



"There's a mutlcia 
music for shadow, 

Because you cannj 
playf i eld. And you di 
there are only seven 
characters. An ariij 
recently 'you've done really well 
using 16 colours', and when I told 
him that there are_cmb^. seven 
colours, he crashed downl" 
It's blindingly obvious 
that Domenico is excited 
and proud with their 
game, To be fair, his A 
English is quite mk 
good, but it's made jm 
even more under- 
standable because 
of the enthusiasm 



king in Italy at the moment. Who's done all the 

ter, "and we've recorded all the effects in-house." 



Below: White- rnoitWighters square 
up to the opponent, desperately try- 
ing to psych out the opponent. 
Genie Alt Kudu appears out of his 
bottle at the start of every round. 

Hit of a cheat, really, using spectacu- 
lar theatrics to put her off; but theft 
if you've got 
it... 



"We have played many console 
•pmev the graphic artist more than 
Domenico grins. "We've also 
played lots of Amiga games, because 
»e like the Amiga. It's a very good 
■■■chine, and it's easy for people to 
sort programming on. 

Not content with producing a 
tally impressive, and very 
game, Domenico wanted to 
i stage further and really blind 
: with an incredible list of fea- 
_r*s in Shadow, | mean, forget side- 
ways- scrolling parallax; this thing 
actually parallaxes up and down 
■fmi you jump, too ! 

"Top to bottom, yes," he agrees, 
"t»e»*y para I la x has different speeds, 
iB cither horizontal or vertical axis. 




"I can put a different background into the game in one morning," he explains. "I only Nave to put in the pieces 
of background, and choose the speed. So that's why I say it's not a problem, it's not modest, and it's not 

immodest. It's very simple. I am not Superman, I am a poor crazy coder!" 
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he has to talk about the cre- 
ation of Shadow Fighter. 

"A few weeks ago I bought an 
A4000, because when we got the 
contract with G reml in we needed to 
work as fast as possible to get the 
game out for Christmas. And I had 
to develop it for the AG A machines 
too, you see. It will be the best game 
ever for the A1200." 






with 



PGN 
UMBRIA 

Fabio Capone is also into Bkc-f 
chatting with the press, ^^^\, 
i.e. me, he cause neither is 
used to publicity and 
they're enjoying being in 
the limelight while they can- 

"What I babe done in the 
past?" he responds to my first 
question, "Nothing, The first 
thing with that! drew was . 
the original beat- 'em -up 
Domenko But no other things. 

"I played every type of beat-'em- 
up there is in the world. I played on 
Super NES, on Mega Drive, on Game 
Gear — everywhere, I think that the 
best o-n co in -op was Street fighter 
2, so then my question was 'what 
makes a good" beat- r em-up?' And 
why do peopJe enjoy playing them? 
Thefe are so many little, very little 
things, and we tried to take the best 
things onto our game." 

Something which you don't find 
in many beat-'em-ups, according to 
Fahio, is a dual playfield — which 
enables the designer to add in a sep- 
arate background which includes 
animations. Which they're very 
pleased with, apparently. 

''Everybody makes games with a 
dual playfield," says Fabio, with 
more than a hint of generalisation. 
Actually very few Amiga program- 
mers use dual p I -sy fields — iion- 
heart and Chuck Rock are two 
exceptions, but it's just Fabio being 
modest. Again. "But nobody makes 
a beat-'em-up like that," he contin- 
ues, "because the sprites are very 
big. And with only seven colours for 
both sprites, it's too hard to make 
something that 

doesn't look... 

monochromatic. On 
Shadow of the Beast, 
the baddies were 
monochromatic: but 
for cartoon-like 

games such as chuck 
Hock it's * lot better. 

"So it was very dif- 
ficult to produce a 
game which doesn't 
look like a cartoon, 
but only uses seven 
colours. The first 
game used 32 colours, but it's real- 
ly impossible to make a good beat- 
'em-up on the Amiga 500 with 32 

colours, because you can have 
very few moves. Like Elfmania, 
for example, or Body 8hws. And 



you can't enjoy a beat-'em-up witl^ 
hardly any moves. And because we 
hrfd so much memory, we've Includ- 
ed up to six or seven special moves 
with each character. The final char- 
acter, the Shadow Fighter, has seven 
special moves. It sounds incredible, 
but it's real." 

The problem which has dogged 
Amiga beat-'em-up creators in the 
past, the curse of the one-buttoned 
joystick, also caused problems in 
Shadow Fighter. 

"Creating the game for 
one button ww hard," con- 
cedes Fabio, "because 
Street Fighter 2, for exam- 
ple, uses six buttons. In 
our game you can make 
moves with all direc- 
tions of the joystick, 
whether you are in the air, 
- on the ground or crouch- 
ing down, Everywhere, if you press 
the button, you can make moves. 
The control was a thing we started 
before anything else, it was the most 
difficult part. Because if the control 
is no good, neither is the game." 
Good point. Q 

Right: Shadow Fighter's Story goes 

something tike: a boy, Kloyu, wants 

to become a living legend despite 

his high status in society. One day a 

shadow appears, leading him into 

darkness and handing him a sword. 

His betrayal of Good Thing* causes 

other samurai to despise htm, and 
the 'keeper of the abyss' tends a 
number of his little 
helpers to fight 
him to the 
death. 
Great. 





Yurgen, the policeman, has this rather interesting move where he tries to 
insert his truncheon up' his opponent. And it works, too. the girl in the 
background Is, I believe, and example of what it called a 'dual playfield'. 
where' animations can be displayed in two different planes, Clever, "Lots of 
games use dual playfield*/' explain* fabio, "but not many beat-em-ups." 



Below:"Wa have a PC and Amiga to 

develop With, I worked for one year 
on an A500 plus, with only one flop- 
py. It was hard!" exclaims 
Domenko- "Mow I've bought an 
A4000, so it will be much easier from 
now on." 





Lett: The building site level shows just how com- 
plicated the parallax layers can get in Shadow. As 
well as the Statue of Liberty and the builder (who 
looks suspiciously like a character from Frontier) 
layers, there's also the main fighting layer, and 
the huge chains at the front. Complex, huh? 
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The character selection screen owes 
more than a little to.., *r, a certain 
other game, Characters at tha top, 
country tocation in the centre, and 
huge close-ups of your selection at 
the bottom. The spinning glob* In 
the middle is an impressive touch. 




Karhim (spelt Wrongly, surely?) stars in his own little background; the bas- 
ketball court. His special move, unsurprisingly, involves flinging a basketball 
at the opponent — and occasionally, he even gets it in the basket. A clever 
touch, apparently, because the backgrounds normally don't get involved 
with the action. Or something. 
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SMOKE AWAITS! KINTARO "S REVENGE! \EXPECT ND IVTERCY! FRIENDSHIP? 
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PROJECT: Pizza Tycoon 
PUBLISHER: MicroPro** 
DEVELOPER: In-home: St***n Hand (producer), 
Stefan Kurth (programming), Terry firetr, Eddie 
Gurnier, Paul Truss (artlsU). 
INITIATED: Eurfr 1994 
RELEASE: July 19*1 

III his days of youth. Matt B rough ton was a 
singing cook in a pizza restaurant, eating more 
than he sold. Who better then, to look at 
MJcroProse's forthcoming Sim-Pizza offering? 
(Just as long as he ties his goatee back, eh readers?) 




* 


>i 




Pizzas seem to be all the rage 
at the moment. Marvin has 
just had a marvellous adven- 
ture thanks to one, and er... oh bug- 
ger! I can't actually think think of any 
others. Shame that, eh? And it 
seemed like such a nice way to start 
things. Oh well, never mind. So, ex, 
Pizza Tycoon then,,. 

Wed, the concept behind Micro- 
Prose's forthcoming Pizza Tycoon 
may be a simple one, but, father 
comp Heatedly, also includes many 
things'. The straight line is that it's a 
slightly tongue-in-cheek business 
simulation game, where your task is 
to open and successfully manage a 
chain of pizza restaurants. However, 
within that basic description there 
are tons of things you can do, from 
actually making pizzas on the screen 
and creating your own recipes, to 
furnishing your own restaurant, hir- 
ing staff, setting wages, firing staff, 
buying adverts on TV, on posters, 
biah, blah, blah... 

"You get to see all this on screen," 
explains P/*za Tycoon's producer, 
Steve Hand (the main man behind 
MicroProse's Impossible Mission 
2025 too, incidentally), "watching all 



the different TV adverts with their 
animations, and going through all 
the posters available." The detail 
goes even further when it comes to 
furnishing you restaurant, being able 
to choose from specific chairs and 
floor coverings, not to mention the 
many ingredients you can furnish 
your OIV pizzas with, 

"When it comes to running the 
business, there's also the shady stuff; 
the double-dealing underworld 
element, where you can use i 
number of joke weapons to try 
and put your rivals out of busi- 
ness — putting mice in their 
kitchens, that sort of thing. 
There's also the usual money 
management side of things, 
having to actually buy or rent 
property, going to various brokers, 
raising money from banks, taking 
out insurance — there's a lot. You 
name it, it does it. But as I say, the 
tongue is kept firmly 'in cheek' 
throughout," 

Having originally been a German 
game, are we likely to see some of 
the strange quirk in ess evident in 
such recent foreign offerings as The 
due and Burntime? Steve answers 




pr»e; 1. ' 
1 3t« - 

When you come to decorate your restaurant, you view 
^ things through this screen, alio being able to scroll into the 
kitchen. You can page through selections of floor tiles [inset], 
chain etc, until you're happy with the choice of decor, and also check on 
how popular your place is, not to mention how your competitors are doing 
things. Or, of course, if you're trying to sabotage them. Heh he he. 



most definitely in the positive... 

"Oh yes! Wait 'till you see it. In 
some ways it's a typically German 
product, in that it's packed with 
stuff. There really is so much to do, 
and so much you can tweak and fid- 
dle with, you can actually play it in a 




^% 



You've qot three levels of zoom with this map, and at the start of the game you need to scroll around it looking for 
likely locations. You can alio use this map to enter other peoples' restaurants and see how they're doing, as well 
as use a schematic to highlight specific types of property (e.g. you might want to locate near a high residential 
area or a school because, well, kids 'n' piziai — they love 'em!), "It's also good for visual feedback," suggests 
Steve. Oh yeah. That too. 



number of completely different 
ways. There are a couple of guys in 
Quality Control who'll do something 
sensible like open a pizza restaurant 
and hire staff, and then there are 
some who seem to spend all their 
time dealing with The Mob'," 

GIVE PIZZA CHANCE 

Ah yes, 'The Mob'. Didn't mention 
that, did I? Weil, if you don't partic- 
ularly fancy playing things in the 
'normal' way, you can get connected 
to the local mafia and build up some, 
ahem, 'extra funds'. "There are all 
sorts of things you can do for 'The 
Mob'; picking things up, dropping 
things off, taking out loans (which 
can cause all sorts of problems if not 
repaid) but there's nothing violent, 
There's no 'rubbing people Out 4 ." 

The game is played against an 
internal clock that acts effectively as 
a 'day'. You can call sunset prema- 
turely if you finish everything you 
want for a day, at which point your 




(performance is evaluated in all sorts 

tt tfrfferent ways; such as how much 

-wnry you've made and how many 

"ers you've attracted. 

Should you feel particularly 

of a pizza you've made, you 

enter competitions where it's 

spared with creations from other 

nuaurants, A jury assesses the qual- 

-■ :■ , ouf entry and, if you do well, 

■4 recommend you, thus 

jsing your customer j//& 
So, I ask, interroga- 
how relevant to 
success are the pizza 

"h* program does 
your pizza quite 
. In the manual there 
•dually a recipe book with colour 
pictures of the basic pizzas, and if 
fnt want to produce these, you 
■■M to try to get your pizza as close 
as possible to the one in the book. 
■Mtvtr, though that will get you 
•*r> good marks, you can get a spec- 
if score by creating your own 
is. Conversely, I once made 
■ which had a pi«a base, and an 
untouched, unmodified clove 
; (unmodified? — Harry.) sit- 
;ng in the middle of it, I got a score 
■#0000. My crapness was reward- 
art." Indeed it was. 

As welt as marking your pizza 
s. the program monitors the 
in which you decorate your 
i « rant; your choice of tiling, 
choice of carpet etc. 

usually tied 
*e as well, so th 

■ floor coverings are 

• expensive, if you get 

decor right, you will 




As Steve 

has 
explained, 
the game is 
constantly 
marking you for 
your efforts. Here, 
after spending ages 
letting up your restau- 
rants, hiring staff, design- 
ing pizzas, and tons of other 
pizza- related things, you finally 
get to find out what the public think 

of your menu. Doesn't look incredi- 
bly promising, does it? Still, early 
days yet. 

bring more people in. You get loads 
of feedback on demographics, with 
things like how people perceive the 
quality of your pizzas, your restau- 
rant, and your staff. You can modi- 
fy factors to your heart's content," 
There's nothing that immediately 
springs to mind when looking for 
comparisons with Pizz* Tycoon, but 
I reckon this is so often the case 
N with foreign designs, Steve 
concurs... 

"I'd have to agree with 
that. It's hard to say, but 
certainly it's typical of 
German designs, whether 
that's with board games 
computer games. They 
seem to find these niche subjects 
and somehow make them work. Per- 
haps it's because they look for sub- 
jects which don't depend upon uio- 
lence. When we first got Pirza 
Tycoon, there was definitely an air of 
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This is a measure showing the quality of your pizzas, It takes into account 
your pizza toppings, how good the chefs are, if there dre jny insect prob- 
lems in your kitchen, and trie quality of the oven. (And I thought it was an 
igloo) ). 
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"These are the personnel screens where you can hire and fire staff, as well as alter salaries and check 
their general statistics. There are points in the game where you get feedback and public opinion 

customer preferences, and with pretty much everything you do having an effect, your staff 
need to be chosen carefully." (Personally, though, I don't think I'd trust a waiter with a beard. 
Not after seeing what Matt keeps in his — Andy.) 
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'What's this!', it's 
very strange, I mean 
er, well you make pizzas!" 



"If you actually 

want to tawy some 

advertising, you can cycle 

through various potters at 

varying prices," my* Steve, "The 

computer will take the amount 
of advertising into account whan 
calculating the amount of cus- 
tomer* you get. Along with 
everything else of course!" Note the 
'largely bosomed 1 lady. Those crazy 
Germans, eh? 

what isn't. There were certain graph- 
ics which were a bit too sexual for 
England and America, so we had to 



Perhaps, that's the charm of yer modify those" Vou might be won- 
fereign game. I mean, they're differ- dering how you'd get sex into a pizza 
«nt aren't they? Rather than playing game, but I'm reliably informed that 
as Sa-la-mi, god of Pizzas, you are if anyone can get the gratuitous use 
encouraged to become part of the of breasts into a game, the Germans 
action on a more intimate scale, (as can. God bless 'em. 
with The Clue), and arguably it's eas- "There are a lot of satirical el fi- 
ler to get involved in the game, ments in the game, a lot of use of 
"Feedback from the quality con- politicians and German celebrities, so 
trolfers has been very good — peo- those had to go, along with general 



pie really do seem to enjoy it." 

CHEESE MY GIRL 

The Amiga version is practi- 
cably identical to the PC 
(which has been the lead for- 
mat in England) although 
Steve recommends a hard 
drive or an additional floppy 
when playing, simply because of 
the amount of Information used. 
Though the game will probably 
crunch down to only two or three 
disks, someone playing on an A500 



names and text — just trying 
to make it more relevant 
to a British market 
really. We also made 
a few changes to 
the game play; 
speeding things up 
in certain places or 
altering the icon sys- 
tem — simple things." 
The game's view is most- 
ly made up of static {but still damn 
attractive) screens r but on closer 
inspection touches of animation are 




wiil find themselves involved In a fair sprinkled throughout the game, 
bit of disk swapping, especially at When you speak to bankers and bro- 
the start. kers, their heads are animated, little 
Though the transition from cars drive around the town, full TV 
English PC to English Amiga has advert sequences can also be 
been a fa irly smoot hone, taking the watched — that so rt of thi ng . Need- 
game from its original German for- less to say, jt's all very, very nice. 



mat wasn't quite so easy, . 

"We had to do the translation, 
obviously, but also had to change a 
good many of the graphics, because, 
being a German game (and I don't 
mean this disrespectfully), they have 
a different view of what's 
acceptable and 



Hopeful lyl IP 

night fiorn the start you have access 

to a fair old selection of foodstuffs 

to use- on your pizzas, but can 40 to 

different suppliers throughout the 

game. The only problem with this, 

however, is that the quality of the 

supplies, and how long it 

lasts will vary depending 

upon liaw much you 

pay. Obviously, if you 

go to a cheap supplier, 

you'll get all sorts of 

scraps. 






So what do you fancy on your pizza? You've got four categories to choose from; namt 
veg, meat fruit and herbs, and a wide variety within each of these groups. You can be m 
Straight Of as complicated as you wont when creating a pi*** recipe, but think about how | 
likely your customers are going to enjoy a beef and apple topping, With extra egg. Blarg' 
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Jf'5apan and the Far East* *1 



Shaq is mysteriously 
transported into another 
dimension while leafing 
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Dig dig. diggidy dig. 
I'm quite bald and 
wear a wig- No 
you're not you stupid 
git, do your job and 
write the WiR Matt 
Broughton wastes 
space with a daft 
irttro before looking 
at Millennium's 
latest game with 
spades in — 
Extractors. 

■■^k iggers was a strange game, 
I but on* that will probably 
BlW remain a talking point in the 
Amiga's history, simply because it 
was the first real CD32 product. 
Some people thought i* was great, 
some people had expected more 
from a CD title, and others weren't 
really too sure what they thought. 
Well never mind all that (funny, 1 was 
Just about to say the same — Harry.) 
here comes Son Of Diggers', accom- 
panied by itv author, programmer 
and, if you will, biological father, Mr 
Toby Simpson, So, er, what's this 
new game all about then, if that's 
not too vague a question? 

"Weil, Extractors is about the plan- 
et Zarg. Er, and yes, it is a vague 
question because there are about 
eight different answers. It's ready 
about a situation that's arisen on 
Zarg, and you, the player, are there 
to perform a mission, The game itself 
is very plot based, with a big story.™ 
And indeed there is,,, 
"*" The plot for Digger* told of how 
the Zargonian Mineral Trading 
Authority controlled the specific peri- 
ods of digging each year, but Effrac- 
tor? carries the story on to some 1 50 
years after that. Shortly after the 
time of Diggers, a race Df creatures 
perfectly evolved for the job of dig- 
ging appeared from a distant planet, 
and were consequently employed by 
the ZMTA to extract' the riches 
from the planet. Unfortunately,, 
their great success also turned 
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Because of the number of floating 
lands III Extractors. Toby has been 
able to put a good number of differ- 
ent Scenarios and graphical Styles 

into the game. I don't know which 
land this is, but it certainly tooki a* 
though it ought to be made of 
cheese. In fact, isn't that a mouse at 
the top? Hmm, not too sure on that 

gnr Can 1 come back to it later,,, 

out to a weakness, and within a few 
decades, all of the low to medium 
depth mines had been exhausted. 
The cost of further digging was 
increasing as the mines went even 
deeper, but the ZMTA did have one 
other option — the floating lands of 
Zarg. A-ha. 

Yes, something we've never heard 



Right: Purple 
purple every' 
where, but not 
a drop to, er,.. 
well I don't 
know actually. Yes, more in-game 
screen fhotl, all looking extremely 
attractive, As you can see, Toby has 
included far more contraptions to 
play with in Extractors, although that 
skeleton boast in the middle looks a 
little bit familiar, wouldn't you tay. 
Diggers fans? Oh well, it's not my 
game. Mr Simpson can do whatever 
he fancies as far as I'm concerned! 

about until now, (though farts of Yes 
and the artworks of Roger Dean 
won't have much of a problem in 
imagining the sort of thing Wft'rp 
talking about here) the Floating 



Lands are in fact a far older part of 
Zargonian history than we've been 
party to. About 6000 years before 
Extractors (and therefore some S85C 
years before Diggers) a peaceful race 
of intelligent beings called the Flinarj 
were forced to retreat to their capi- 
tal city following an attack from the 
violent 'Quarriors' (remember 
them?}. To cut a long stoiy short, to 
get away from the 'Quarriors' the Fli- 
narj invented 
an enormous 
machine that 
allowed huge 
chunks of land 
to float above 
the atmo- 
sphere. They 
used this to 
raise their cap- 
ital city and 24 
other land masses into the sky — 
land masses that are now extremely 
important to the ZMTA. So, in order 
to get to these floating lands, the 
ZMTA invented their first flying 
machines along with a whole host of 
new mining gadgets, including hom- 
ing missiles and flying explosives. 

However, their activity was being 
observed by the Flinarj, and they 
deserted the floating lands to retreat 
to their capital city. Hidden safely 
under an enormous shield. This 
shield is powered by twenty four 
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aenerators, one on each of the float- 
rig lands. Yes, you can see where 
trus is going, can't you... 

The player has to go from float- 
■g world to floating world/' 
explains Extractors' programmer, 
Toby Simpson, "finding and deacti- 
vating the Flinarjian shield genera- 
tors while, at the same time, suc- 
*j||y mining enough fuel in order 
to get to the next land. Of course, if 
r*iey want to use any of the great 
gadgets on offer, they also need to 
■nine for jewels to sell,"' 
So. er, just like Dig 
gers, then? 

"Well I don't 
want to sound like 
I'm slagging off Dig- 
gers because I actual 
ly think it was okay, but' 
you didn't have to explore the levels 
at all — you just found one big area 
of earth and dug. That isn't the case 
with Extractors, because if you just 
dig, you won't find anything. You 
can actually now see where the jew- 
els are by the colour of the rocks — 
:ney have a slight tint, so we've been 
able to place the three components 
the fuel, the jewels, and Flinarj 
Tiachinery) in the far corners of the 
rvel, thus giving th* 1 player a reason 
to explore each land, This means 
.-.e've been able to place all of the 
enemies and the creatures specifi- 
cally, making good puzzles on the 
levels. This makes them more inter- 
esting, knowing that the player will 
have to explore them." 

EX-TRACTOR FANS 

The fact that each level is now 
designed — as opposed to the ran- 
dom creation in Dfggers — has 
meant that very specific strategies 
have been put into each game, 
Whereas you could quite happily 
plough away without worrying 
about any of the extra toys in Dig- 
gers, now you'll have no option but 
to utilise them if you want to get 
through certain puzzles. 

"It's now an arcade-strategy- 
adventure. The monsters will never 
act in the same way, because they've 
now got a very nice intelligence 
attached to them — they can actu- 
ally be nasty and unpleasant and get 
> your way. I've got quite a complex 
artificial intelligence engine now, so 
that the monsters are a more inte- 
gral part of the game; chasing you 
through certain parts of the level, 
and forcing you to make decisions, 
in Diggers, the intelligence wasn't so 
important because the monsters 
were just getting in your way, You 
weren't forced to explore, so it was 
more a case of them just being an 
annoyance should you come across 
:hem, as well as providing some 
competition. 

"The equipment in Extractors is 




much better chosen because we 
know from the outset exactly what 
the player's going to have to do — 
the range of equipment has been 
chosen to match those goals. You 
don't necessarily have to use it, but 
if you don't you'll only make life dif- 
ficult for yourself." 

You have access to all of the gad- 
gets from the very start of the game 
(as long as you have the money to 
buy them. Er... which you won't}, 
and though you won't need them to 
start with, it will make things nicer 
for you. In practice, you only 
need explosives for 
each of the early levels, 
simply because you'll 
need to blow up the 
generators. 

So, though not wishing 

to aggravate young Toby, I 

have to ask to what extent is 

Ext factors simply a Diggers 

sequel? 

"I'd like to steer clear of that even 
though, much to my immense dis- 
tress, I can see that that's how peo- 
ple will look at it. I'm still pleased 
with Diggers — we had to perform a 
miracle in a very short space of time 
for Commodore, with very little sup- 
port, It was very difficult indeed, but 
looking back on it, I think we did the 
very best we could in the time we 
had, and it was generally well 
received. I'm hoping people will see 
Extractors' as a separate entity. It's 
not a sequel as in, say. Populous 2 
was to Populous — P2 just had more 
bits in it. Personally, I really enjoyed 
Populous but didn't see much 
point in P2 because there 
was really nothing new 
Extractors isn't like 
that at all. I mean it 
shares the same 
world and shares 
{to a certain extent) 
the same visual 
style, but it's not 
just a digging game 
anymore. In fact, on a 
couple of levels, you 
have to dig almost bug- 
ger all. It's much more map- 
orientated, more exploration ori- 
entated, there is a defined goal and 
the player knows from the offset 
exactly what they'll have to do." 

EXPELL AIR? 

Some of the 'irritants' in Diggers 
have been taken out for Extractors 
so, for instance, whereas in Diggers 
you cou Id n "t a I ways trade in a II you r 
jewels, now when you enter the 
shop area, all of your gems are auto- 
matically credited without you even 
having to think about it, "Some of 
the sensible, constructive criticisms 
that came out from the press have 
been considered and incorporated 
into Extractors. We wanted to make 





sure we didn't fall into any of the 
traps that were pointed out before." 

Toby expresses extreme surprise, 
not to mention relief, that Extractors 
has been one of the smoothest 
games he's ever written. "It's quite, 
quite odd, I'm expecting something 
to go horribly wrong any day now!" 

The only real problem encoun- 
tered with the programming has 
been fitting it all In the CD32, "Mem- 
ory wise, the machine's only got 1.2 
Mb free when you load it all up, so 
it's a nightmare. Extractors pixel- 
scrolls, which Diggers never did, and 
in order to do this you need astro- 
nomical amounts of memory. I'm 
quite pleased with that aspect of the 
programming in view of the amount 
of processing that goes on inside 
Extractors {not like a platform game 
where there's very little processing 
involved — it's all visuals). Extractors 
has an Artificially Intelligent engine, 
object handling, and all the process- 
ing for when a creature is off -screen. 
Just because a fight isn't going on 
on-screen, that doesn't mean if s not 
happening — it is. So there's an enor- 
mous amount of processing, but I've 
still managed to squeeze it all in and 
leave enough room for the pixel 
scroll and parallax background with 
lots of copper stuff." 

Circle; Thli, ac you m.iy have noticed, 
is a picture of. er,., someone. I don't 
actually know who it IS, and consid- 
ering | also forgot to ask Toby about 
it, there seems vary little point in 

printing it. Then ,tgjin, what with 

deadline approaching and Andy still 

i ho wing no signs of know 
ing what's going on, 
I'd probably best 
just include it 
under the head- 
ing, 'Probably 
something 
from the 
game' Do 
you know 
this man? 
keep 'em 
peeled. 



To put Extractors on any of the 
other Amiga? would, according to Mr 
Simpson, not only be impractical, but 
impossible, not to mention uneco- 
nomical. "Diggers could never have 
run on an A500 because there's just 
too much processing going on. With 
such a huge map and so many 
objects having to be processed — 
even when they're off-screen — it's 
a very awkward situation for pro- 
grammers to be in. Extractors will be 
CD32 only, but having said that, it 
will be compatible for anyone using 
an A1200 or 4000 with a compatible 
CD-ROM drive." 

Toby assures us that well not be 
visiting the planet Zarg again, even 
though it seems to be building up 
quite a history for itself , Although he 
does at one point add, "...well, you 
never know," Hmm. Thought you 
might say that And finally, consid- 
ering you're a Millennium boy, do 
you like Mr Bfobbyl "Do I like Mr 
Btobby? Oh god, I'm the wrong per- 
son to ask because I'm one of the 
few people that seems to like it. I just 
think It's so unbelievably stupid that 
it's really good fun. In fact, I'm one 
of these sad b'stards who's got a Mr 
Slobby fridge magnet" Oh dear. 
And, er, on that bombshell... it's 
time to put the phone down. Very 
firmly indeed. Q 
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Above: H*llo! This all looks rather 
sexy doesn't it. I admit that it all 
looks quite Diggers-like, but am 
assured by the man who knows 

(A.K.A. Toby> that the game play will 

take this far, tar away from simply 
being a 'Diggers I' offering. Nice ici- 
cles eh? 




How da you fancy an enormous lump of rock flying through the air? Wall 
may not look like much, but as far as the Zargonians are concerned, it's 
more valuable than gold dust, not to mention leas likely to blow away 
on a windy day. There are twenty four of these little darling* tu work 
your way across, so get yourself a good pair of walking shoes. 
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COMPUTER AND VIDEO GAMES. OUT ON THE 1 5TH EVERY MONTH, AND ONLY £2.25. 



36 MORTAL KOMBAT II 

40 SMAQ FU 

41 MR SLOBBY 
44 ROADKILL 

46 MARVIN'S ADVENTURE 

SO DREAM WEB 

53 BASE JUMPERS 

54 LEMMINGS 3 
58 5UBWAR 

SO POWERDRIVE 

62 SWOS 

66 WHIZZ 

SB SIM CITY 2000 

71 PINBALL ILLUSIONS 

74 TOWER ASSAULT 

76 RISE OF THE ROBOTS 

78 OVERLORD 



Acclaim 

Ocean 

Millennium 

Acid Software 

21st Century 

Empire 

Rasputin 

Psy gnosis 

Micro Prose 

US Gold 

Renegade 

Flair 

Maxis 

21st Century 

Team 17 

Mirage 

Virgin 




HOW DO WE DO IT? 

At The One we believe a picture speaks a thou sand words. That's why our reviews are a bit 
different and, we like to think, a lot better than the rest. Each game review begins with a short 
■itroduction, telling you what sort of game you're reading about and outlining its plot, then 
«r* follow that up with illustrations, maps and diagrams accompanied by informative captions 
that demonstrate every aspect of how the game plays. Finally there's the Verdict where we 
explain the game's good and bad points in detail, so that you can work out precisely whether 
the game's for you or not. Bear in mind that although a review is only written by one person, 
"ie whole team play every game reviewed and the Verdict and scores are based on everyone's 
- Qut. Based on years of research this is, quite simply, the best game reviewing system devised 
by man,. Er r probably. 



THE VERDICT PANEL EXPLAINED) 



This pkcy shows you clearly 
which Amiga - A50Q,'600. At 200 or 
CD31 - the game is being 

reviewed on. 



This, panel indicates who if pub' 
'ishing and who created the 
gjnn, along with essential info 
such as how much the game 
COltt, when It'll be released, the 
control system) 5) used, how much 

memory your Amiga needs fro run 
t how may disk* it comes on 
(and therefore how much swap- 
ping yog can Anticipate) and even 
whether you can Install it auto 
your hard drive. 



This percentage indicates not only 
how well-drawn or animated the 
graphics am, but alto how well 

thty complement the game. Some 

games look great in static form 
but may he slow and jerky J in the 
flesh' which will !>• indicated by a 
lower-than-expactad Graphics 
score. 



As with Graphics, the Sound score 
isn't bated purely on the quality 
of the tunes and sound effects, 

but also on how well they 
enhance the game, For instance, 
an alt-guns-blazing shoot- 'em-up 
with a silly bouncy jingle 
wouldn't do well here. 




Payability, which we hope will 
soon b* incorporated into the 
Oxford English Dictionary as a 

'real' word (write to your MP!), 
indicates how easy the game is to 
get into and how much fun it is to 
play, Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word, Instability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive, 



The Overall score Is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores, Anything scoring 

95% or above is considered an 
MMfltial purchase. 



The Amiga family is even bigger 
than ever now, with people able 
to huy AS0O/60OS, A12GDS and 
C032*. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions e>f the game are planned. 



ANDY hlUTTALL 
Hailing as he does from a pid- 
dling, conquered country, fetid 
with the smell of Cliff Morgan, 
Andy will be spending most of 
Christmas with his family choir 
and a selection of their 
favourite livestock. Its sup- 



lJ ha s app I ied for t he post of Ta I- 
low Boy to the Chief Druid, which if he's successful 
means, he'll spend New Year's Eve on Salisbury Plain, 
Apparently they stand naked in a pool of leek soup 
and wait for the woodcocks to cover them with 
dead beetles. 

MATTeROUGHTON 
Matt'sail excited because he's 
going to be appearing on Top 
of the Paps Christmas Special. 
In Denmark. Yes, finally, old 
teasle-faee has made it big, 
'Pastry-Side', and will be jet- 
ting to 'Der Grojchen Horn' 
and swapping goats cheese 
with the cream of Denmark's 
pop industry. Migga Magga 
Mogga will be there, and Matt can't wait to 
exchange roll-mops with the man who penned the 
immortal Brijnging Home de Bajfcen and the 70's 
mega-smash Herring Me Softly (with his sponge), 
Copenhagen's very own Skjoppie! 

HARRY ATTRILL 

Haz doesn't hold with Christ- 
mas, believing it to be a papist 
orgy of burping and snogging 
when rt should be a time of 
the most marvellous misery 
with lots of lovely kneeling on 
icy stone floors and plenty of 
tepid baths. Our grandad has 
recently opened a home for 
Eroded Drumlins just outside Stockport: "Everyone 
knows that post-glacial features feel the cold weath- 
er particularly badly — and what does this callous 
government do? It slaps VAT on all morraine 
deposits made before the Third Ice Age. It's very 
probably the work qf Satan". 

JO WIN SLOW 

Stop trying to look like baby 
things to make us agree with 
-I you, Jo, Christmas is not a 
time 'to tell him how much 
you love him with Did Spice' 
or yet 'an occasion all the 
family will treasure with 
Kodak'. It is a time for drink- 
ing and eating, and filling 
your tummy up to the sky 
with potatoes and turkey and gravy and BREAD 
SAUCE before puking voluptuously into grandma's 
raffia-work knitting basket, Staggering back and 
watching the carroty bits ooze out gradually 
between the weave. And that's just for you girls! 
Boys have to do it blindfolded, carrying a moun- / 
tain of beer. / 
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Donning a striking orange robe, and effecting narrow eyes with the aid of two bits of tape, 
Andy Nuttall enters a strange, smoky land, searching out the evil of 5hao Lin. "After work 
ing with Matt and Harry," he says, confidently, "this should be a piece of cake." 









s .1 journalist, ,«ri'l a nj.sn n -■, 

Fanatic, l oft*-n find myself 

i trying to Convince people 

that violent games don't necessarily 

make people violent. People who are 

violent would he that way anyway, 

■ind gory videos ,md computer games 

f >rp juit as much a trigger 

for that violence as their 

mums asking them to 

go down the shops 

for a hatf-pound 

of lard. Etc. 
And then 

along came* a 

game \\ke Mortal 

Komb*t It. I have 

one game with 

Matt, he beats mo, 

and I led like lucking 

hi* head in. Funny old 

world, isn't it? (Not really, Andy, I 

always feel like kicking M.ttt'-. hr<nl 

in, but then again I'm a policeman 

Harry.). 

Mind yrju, St-mf/jrV Svu<-I bhl*. H»' 

lama effect: as does SkUtm*rkl, 
ffo/cetir, the first level of Ch t n>', / nginf 
2 and just about every other Iwn 
player game on the plam-t Ivi-n 
Doom 2. 

Mattel Kombrit II really is rtfthei 
violent, Gut no more so than tha Kiirj 
inal, which received acclaim (no pun 



intended} from the computer press 
.jnrl a severe panning from the 
'moral' press, like The Sun (which 
quickly died down, presumably to 
make room for them to print more 
picture* of topless women. But that's 
another story). 

To help 'fcombat' any- 
. thing like that hap- 
pening again, the 
drsignen of 'IV 
havi- included 
l. ' lihih.ili r i " . ' 

| ,.nrt 'Maud 

"j ',hifj' rriF,vr-, 
/ iilrtfirp'.idi' tin- 

f 'Fatalities', or 
Death M<j'.f-. 

This I. i-ir .illy 

means that when 
you've heaten yum 
opponent to Hit* IkXW, you <■"■ 

( hsimr whl'tht'l t» f irn.l . hirn -jl1 Wlltt 

a Oloody flourish, '" to ofta i>irn n 
bo* of chocolates at i bum h of Hiiw 
ers and shake his hrind Or, la b* 
■ vii more cruel, yim mjiiIiI pvfn 
'l.r,.,vr to change hirn inlti a nappy 

r|-.fi ll.lh/. ,1 VIMNl'WIl.ll MirM'.ll I'llli 

Mi'l lu t() Olhl'IWI*,!' dl'iirlly 

I'hn li'-i 

Itul dOn' I fjpt mi< wriifig. AccUiffl 

ll.i-.lil 'jt. I, l kofl llll-lc '■, -Jill -'ri-,ljr,|i 
Mnih'1 'n' yuK hl'fl" III rri.il't' '.ir rpfJtly 




AtWV* I lire thiT itf.Ml Pool, tin' -,|>i|r»r| 
tun h-F|rni«irl 'tictates your totality 

'.in |J J l.ir|ri pHinCht -nil I V'.i'.ll 

'>i>in^in'nT will *..iil int'i the- air, and 
tln'ii tt.iy i if j th»r« He'* impaled on 

(rii l|lik*», yr*M '.ti-, ,»iil the nnly 
thirty^ n-lnmi«i| In Mirth dire ,i few 
rtt t>\t\ rj( hit M'l'lll 



frtyfrir Ml' ii.ip In*, fj.ini-,, «ind lu firing 
M.iry trVhitehoUft 'mj1 'tl Itftt nlin- 
ment. Together with a slunking .••wn 

now 'li-Miiiii. .mil fiui- n-u,iiiifii'f I 
Irrim thi* uld ii.ii i H-. Mm t.il Kmnh, i r tl 




iniiLij'. yinj molt' -.im-i i.ii niuiri'',, mm" 

F .ih. ih I ii-,, frimi- .irnm.ilKHk li inn-', n n I 
rnnn- 'ic-.tli'.rra' tit, ui i-vi-r Iji-Iijh- I'm' 



On the Portal it age (this background 

basically^, it you're in a two-playi- 

game this rather normal looking hud 

appears and shout* "Toasty!"' Appa< 

ently it's the face of the William-. 

artist, or something. If you hit dawr 

and fire immediately, you'll access dui 

of Monfifi"s three hidden characters - 

called Brno he (not shPWfl) 



TOYING WITH DEATH 



c* 



Shaking hands with your 
opponent after beating 
him to a pulp is perverse 
at best, hut the Mortal design- 
ers figure that it counters any 
claims that the game's too vio- 
lent. However, given the motley 
selection of friendship moves, I 
think I'd rather be impaled on a 
spike... 




Above: Your character's Fatality, or 

Death Move, is occasionally 
determined by th* t 

background of the screen. , 

If, i.iy, you're by the Dead 
Pool, and you 'finish him' t > 

properly, your opponent 
will sail into the air and 
plqp into the pool con- 
taining,., acid. His 
skeleton then appears, 
floating away, 




'■■•■■■«■•> 

■■■ V. 

~iimmvt ^ 








Th* mtti«r *m client dimiidted li»: grounds li.im (be c Din Dp dre one of the 

fi'w > ,i-.u,ihta* lib llui Aittirgdi tonvwiiofl. Trn L . iiint lalhing tree is now silent, 

b(f1 .ii li_-.ni I he Kwff 'iiiijK «l .. at k ground* rtr* In* ludftti - even if they are 
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WlJUNClllrtf 



There's no advantage to playing AfKI 
on an A120Q. except that extra grapM 
ki are loaded into memory to cut 
down on disk-swapping- Vou'H find 
the same effect or> any machine witM 
over 1.5Mb, and if you own a secone 
disk drive, you'll hardly ever n*ed to 
swap one of the three disks. 












Above: The shapeshitting Shang 
Tsung. one* Ihc epitome of evil 
whose defeat uartwd you the Mortal 
Kombat title, is now third from top. 
Above him is hit- m.iitvr Sh.ni K,ihn 
and Kahn's second- in command, CiorO 
So how you tan 'be' Shang Tsung, 
which me.ins you tan mrifph into the 
same form as your opponent — not 
into any opponent, as with the coin- 
op. Confusing... 

Helium The 12 characters line up. wait- 
ing to bft chosen, It's a bit like being 
at school, when 'killer 1 Rurlgoi^ had to 
choose his team from Art array of 
footballing misfits. Only, er, harder, 



\fi- 



Left: Liu Kang's new Dragon fatality looks impressive enough 
— he 'morphs' into the big green git, and bites the upper 
torso off his opponent. But when he returns to his normal 
State, the trousers that he leaves behind are rather less spec- 
tacular; because it'4 the upper hody of the digitised fighters 
which is most impressive anyway. 
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Above: Johnny Cafe i* mrpi-Uwuk 

n full down and fi<i' if 
wtltl* ttflndmg rln^r f*' 
* mil mipimenl *n\i he II lull mill iin 
1h<* »plit» tun »l*n pum h yom nfi^-L' 
iwnl iiuhl in th«* iiOi'Kiijuiiui tt <» 



Below: Like the orioinai Mortal , 
Acclaim has included not only alt the 



i^i^H a p^Ljhj. ihr.k and it causes special moves, fatalities -and hidden 



CoJtrned tqueal to emtt from 
-i>ji|Imi* 



character's, but also all the blood and 
gore. Great stuff. 



A button |n>-.', .iv.-»h fr-om i lilji oupLini-nl d*livi-i «. ,i medium -Hike, il 

on your opponent and th«' v.imc nmvtf hfiiMin* i kiior to the itibhlrrt 
^\ Holding fire down ft" ,i i""h' prtiduioi .1 kkk lapidh |atihmq tin- rivlivvtv 

\ a telling punch comlm Una* t iimlimaiiom of moves are an emcellent 
1 example of fluid design Fantastii 
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OUT WITH THE 
DEAD WOOD 

wo of the original Mortal characters, Kano and Sony.i Blade, 
have- been ousted in the sequel — presumably for being a bit 
crap. But while we'll never see Kano's heart' removing fatal- 
ity again, there are an extra seven characters thrown in to make up 
for that and now each character has two Fatalities and a Friendship 
each. And now, The One can reveal a selection of them. 




CjOKQ. 
Sh.io Kafan's lit Up, er, rather huyi- 
helper. Very toug 



bus.l iutti,<l 
lion: moi>>>>% 



SHANC, ISUAIC, 



Rnl FalnMy: fcinji Oram: suiks 
tlii- lift- Ion,' from hiv victim. 



REPTILE i 
Beit Special move: Invisibility; 

whtHi- the lifll iii hi-' 

Best Fatality: Eat hi-.ul Mted we 

say more? 

BARAKA ^ 
Bi'st Spetitil move: Blue ^ 
spark H.ispis trades to elet 
tiii spark. 
Best f .tality. Spike lift:^ 
[■WIS 



gu 

ICtfitI, thumping 
opponent in nuts, > , 
B*-st Fatality: Torso// ' 
tear: rips upper lofur 1 
off with ban- h.mit 



B>-it Spit nl 



LfU KAHG 

Jin-ball 

((VltMdly 



Best Fatality Lir.iLj<jfr Iriuijthi 
b*(*k Mpptt-f torso 



Br*t Sprout 



M|ua<.hr-» O 



>ent'i head with 
hands. 



• , RAYDEN 

Vuecjal move: Shut,k: huge 

j/ r Ctia#gp.6f etectricity, 

ttvtl totality: Electric fipln^im 

•f, ^plodes in a huge hall of. . 

// electricity 



RUNG LAO 



? > Avpnqers 
Best Futility: FLat chop: sices 
opponent clean ill two verti- 
cally! 



SUB ZERO 
Bi'st Special 
move Dvl-p 

frpi-vt" turn 
Q(jppn»nit 
intq a fetlock 
of ice- 
Friend ship: 
Buy a Sub 

**ro doll! 

t MILEENA 
Best Special 
move: Tele- 
port kick.: 

tl ' ■) H H ' . 

coming dawn 
feet -first. 
Friendshii 
Plants a flow- 
er for her 
, 'friend'. 

SLOW I Of J 
■ Best Special 
move: 

Harpoon: fires 
harpoon into 
i iU"Ck. draws 
i In towards. 
Best Fatality: 
Denth br-ealh: 
Oozes a poi- 
sonous cloud, 



opponent. 

.KIT AN A 
BuM Special 
move: Fan 
tl|i ii vy sharp 



a b ojd ' 
Friendship: 
Offers a cake 
4p make up. 




THE VERDICT 

Right from the Intro sequence, Mor- 
tal Kombat II oozes class. Because 
the game had been produced so 
quickly, I suffered nagging doubts 
that it may have just been 'thrown 
together'; but nothing could be fur- 
ther from the truth. This Amiga con- 
version Is damn- near identical to the 
Mega Drive game, and what it lacks 
in animated backgrounds it more 
than makes up for with a plethora of 
deep-throated samples, some of 
which were sadly missing from the 
Mega Drive. When The Voice growls 
such pleasantries as 'Fatality', 'Flaw- 
less victory', and the all-important 
'Finish him' [all-important, of course, 
if you happen to be the 'Finisher'), it 
fills you with a feeling of achieve- 
ment so great that shivers cascade 
down your spine (unless it's already 
been ripped out by Sub Zero). Probe's 
piece de resistance, though, is the 
brilliant joystick control, designed to 
take advantage of one -button joy- 
sticks. To make it work at all is an 
achievement; to actually make it 
almost as easy to control as with two 
buttons {save for the blocking manoeu- 
vre) makes a mockery of softies who con- 
sider it 'impossible' to convert certain games {Kick OH 1, 
Streetfighter 2) to use one-button controllers. Anything 
negative to say about it? Well, the disk-swapping is exces- 
sive if you only have one floppy drive, but to be fair it not 
only takes advantage of a second drive, it also loads most 
of Its graphics and stuff into the memory If you have any- 
thing over 1.5Mb. So A1200 owners with two drives will 
be laughing. And the 'friendships' and 'babalities' are a bit 
of a let-down; being nothing more than a shallow gimmick 
which you'll try once, but never bother with again. Aside 
from that, Mortal Kombat II 's a triumph of design; 
playable, challenging, with a great big dollop of atmosphere 
throw in. The best beat- 'em -up ever? Without a doubt. But 
don't forget Gremlin's surprise, Shadow Fighter, is wait- 
ing in the wings. It's going to be a bloody great Christmas... 



There are no other versions of the game 
planned, because Acclaim is 'testing th* water' 
with the ASy&OO game. However, tf it fell* welL 
you never know what might happen. 







When you sign up a world class basketball 
player for a computer game, there's at least 
one thing that's clear cut — the game genre 
you're likely to have. It's obvious innit, it's 
got to be a, er.„ beat 'em up?!? Hello?! 
Hello!? Matt Broughton investigates. 






v 



ersatile chaps these basket- 
ball players, aren't they? I 
mean, look at OJ Simpson. A 
top ranking basket bailer, a perfectly 
accomplished actor, but not satisfied 
^^^ with this mundane 
lifestyle, he went on 
^A_ v jlgj^to become a 
?l^7" perfectly pro- 
ficient murder- 
er, rally driv- 
er, and skilled jail 
bird (allegedly — 
gal depth 
Not very similarly at all (who 
needs a libel suit at this stage of 
the game?), ol' Shaqi baby's got a 
finger in every pie going — muiic, 
acting, writing, and even a bit of has- 
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ketball in his spare time! Mow he's 
turned his hand to computer games 
and, relying on his street-wise 
rock 'ard image, the pro- 
grammers have dreamed up 
this strangely familiar format 
of a one-on-one beat 'em up 
bash-type thingy, 
There- are three 
choices of play 
— Story Mode, 
Duel Mode or a 
two- player Tourna- 
ment option. In Story 
Mode, you play Shag — 
dragged into an alternative 
dimension while on a basketball tour 
in India or somewhere (© 1994 Tenu- 
ous Links R Us). In this strange new 
Second World, 
Sett fta, an evil 
sorcerer, ruled 




supreme (©1994 Unoriginal Poppy- 
cock) but bored of blighting people 
in his own world he fancies a bit of 
a blight somewhere else — Earth 
was the lucky candidate. So 
kicking the current 
Pharaoh off the 
throne of Egypt, he 
has a whale of a blight 
until some goody-two- 
shoes called Ahmet 
comes along to spoil hi* 
fun, wraps him up in 
bandages and banishes him to a 
world of mummy-dom. 

Understandably ^^ m 
racked off with 
this, he's gathered 
himself together 
an army of 
u 1 1 ra - b a d 
dudes and 



plans to wreak revenge on Ahmet's 
descendant — Nezu — and general- 1 
ly take over the world. Only you as 
Shaq can stop him. (Yawn), 

In duel mode you can choose any 
fighter you wish, and basically bash 
seven shades out of all comers until 
the end. All the fighters have their 
own special moves — it's just up to 
you to find them through trial and 
error. CI 

(tort *t Th* On* •*# prida ounttt on 

TWtOM0 fJUf iNM Mrffw flWrVfr WW" 
CM JtMtit W VtH PCtt Mi CMVMTV* 

And to *rtd b« h dd, *w mm 
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THE VERDICT 

It has to be said that graphically, 
Shaq Fit is a bit of a treat. The back* 
grounds are extremely attractive and 
the sprites themselves, although a 
smaller than your normal beat-'em- 
up, are beautifully animated and 
there are loads of them. Because Of 
their diminutive sj*e r they have a 
quirky speed and nimbi eness that's 
interesting to watch, and surprisingly 
rewarding to control. I've played the 
Megadrive version before, and in 
many ways the Amiga version is the 
better of the two, certainly in as 
much as that you can't walk through 
the game beating every opponent 
using just one move {Shaq's throw in 
Easy Story Mode polishes off most 
opponents on the Amiga, but not 
everyone, and you do have to per- 
form a fair amount of jumping 
around to boot). The game moves 
along at a fair old pace, and the spe- 
cial moves in the main are imagina- 
tive and fairly easy to execute. 
Overall though, it's not an instinctive 
game to play; the controls are often 
a tad dodgy and erratic, and it gets 
fairly frustrating when your fighter 
won't move the way you want it to, but 
nstead just stands there for a few precious seconds like a 
lemon, nay citrus fruit, as you waggle frantically on the con- 
trols. The most serious drawback of the game, however, 
and the one that has brought the mark down into the fifties 
from around the mid-seventies where it should have 
belonged, is the complete lack of continuity due to the huge 
amount of disk changes that have to be made. We all know 
this is often a drawback of the Amiga, but having to change 
the disks up to four times between each bout of fighting is 
completely unacceptable, and the ruination of what could 
have been a nice little beat- 'em -up. The game just doesn't 
seem worthy of six full disks, and data organisation is 
appalling. Even with an additional external drive, you'll be 
in for a long night if you choose to buy this. Shame shame 
shame and er... shame. 
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There are no plan* to produce ■ special A1200 
version. However a CD12 chap wilt be released, 
although it won't have any enhancements (what 
A waste) casting £27.99, and might actually be 
worth a go because the crappy dish swapping 
problem should disappear. 
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OH Tw BHix-LiAiH* EC.,.- - ■- AIMtU.fl 

:>;iita| in HHTfir Ml 

OiKfatfln Stealth ...5.99 



AOI E'nailih 111 12) or (12-119 w(l 

ALU FVajveJl [11-12)1' (12. 13) or (13 

ApiMaitH (I \M\ct (12-1 Jl nil 13- 

ADl&tii Watl+tiigllsMFrencti 

. 6 99 ADI KhIhw Counting (ail or (6.7) . 

.... I S.54 ah l«inior •Hading, ifl-5! <M «-7J ... 

CD32. 19.99 BHIrr Spelling IB- To) _ 

10.St> e«i*fMatluflJiri.) 

....-1T.» caw tAaie »■ 10 -.,..„ 

.... 19.99 Coupu «(JA(kH3-5 

„ -E.59 Ffattion Cn*lins(*-I3) _ 

1 9» Fun KhaOl 2 (-SI or (6-B) or I'M 

Fun School 4 <U s),(5-Tl or (7- 111- ■ 

FunSchiK)IM**SCTII| - 

Fun Siimol Pain! ti Create (5+; 
Fun Schoal Spellirdf*' ~ 
HennelJ's BSOk of ipalh 
haooray For IHEnnettB (S-1 Jl 

lunior Typist 16-10) -.,„ 

- MaiiiiL Mathi |a-5| 

„.,.__ 19.99 MaUisDraoarnltV13) — 

22.99 ALatruMiiliaiFl-i:) 

12.55 hkekav's 123's (i-41 

— 10-9* H*key't ABC'S (2-« 

H.99 M,.iridMi1<:rij3-5! 

0132.19.99 Hoddy^ B>a Ad»«fit"<* H*h 

« 99 Nuddy'-i Playilma (3*) 

.E.99 pinuri Frai1ianil7-1lJ). _ .,- 

19.99 Playschodl (3-«l 

lfi*9 Raascnlng Wlih Tro»h|5-l2) 

. ..A 120022.9* Thomas lne Tank (mair* 

.CDJinS 9* Thyniat Ihh Tank fngir* 2 

...6 99 Thomas Ihe Tank { nni™ Colamlon 
• » Tidy The hum* IS- 1« 



, ,,- i ■■-. 

i.99 

12 99 

_ _ t«* 

cbun.ft 

A5uWCL>J2l795 

9.99 

..._ ^AtJOt.JJ.M 



ste(5t)... 

■ 17-13) 

•(tl-ift 



■IIIMIil:JUL.JJ'b.ll 



RoUinHaod(U-l ... 

Straaoe ■ A thn^mai Carol (B*) . 

5|j*lltKiurKl (7 lfaj- -„. 

Ttie lhree Sears li-10) 

flidma^The Tank ingirw- — 

19.9* windanln)iertillowi'?tHrJ„ _„. 

14.99 Miaard Ol Ol - — ... 



JOYSTICKS 45 
ACCIjSORIES 



.. 1*» 

.b.99 
... . 29.99 

..id. 99 

1B99 



Body Bl=)i*-i Galartu A1 200. 1 9 99 

Flndy BlawVSuiieTf^jafOrfrd'iiia 19*9, 

ireachJ .... 22 « 

man Thai L«fi aiftVAlifllVCDli 17.99 

Brutal Foortaal . - -*12W.I0.»g 

f.,„v, F-i,,ri.„ rrsii h : m 

BliAiba n Stu. 4 Ptemie. .CDS2-.H.99 

tiAible Bo*** — *.» 

•ubbHI * SoiJaak r.D33 19.99 

Suoble * Saueak ..AKKU-Al2t»lT.99 

Budokan - - Ifl.W 

BuniuMBiJrn CC3J 19.99 

flLirrmNBjrp ... Jk5DOiAlJlMF7 »9 

Bully's Soonlng Carts Iff 

Burrwg P. ubbei . 
HafrHII hH 



Caiil^nia Games 2 .... 

Lampaign 2 

Cabal .. 

CatUMMypiy Qtf 

Larnpaign 2 

Cartliv* J - (JberatMn 
Carmoii. f adder 
Cannon. Fnddaf . 



GunOlifi 2DOSJ _........ Lf.99 

Hanna Barbera Aninuslion. - - 29.99 

Hannibal . .. 1* 99 

Ha.dball sa* 

Hard Trillion _ _ — - S-99 1 

l^.ii V....- ...- J-!* 

HudomrFtoeh. u.94 

Hear* of Ollna _ -, — I? 9 1 "' 

HeiUKUII - ■*■» 

Huimdall i A5WAlJua«tM222.» 

HerocrueSI 199 

HijM!»*l s -*9 

High ?e« Trader AMOVAViM 22.49 

Hin Slreet BIU«l 5 95 

Hill 5ar«*t filuai „, CD32. 1 2 99 

History L«iE 1*1 4-1 1 — - 22 M 

- Hoi* - - B -99 

JUWAIHHIT.W Hoyles Soak oF Ga>1i** 1 aa 2 or 9 _ 10.99- 

7.99 Hutkk-tAiry Hound _ *.*» 

Hgdvnn Hawk.. *-99 

Humani1»2 ... tDB2.1*9» 

IK- -*■** 

Immooal - 10.99 

IrraiMsible Milton J02S ASIXIIA1 2MI 9 99 

InnUana Jones Last Crusade Action Quia.. .7.59 
Indiana Jones - Ust CnJiada Aduentu«e.... 12 99 



Dnenlal Game* 
Djutrun Eunjpa- • 

Ciri-rOri^a 

Patrician 

Prtr.*-i-;il ?cars 

PentieJ«n 

POA |,iie Tour.. .. 
PGA Tour Gall ... 
P^tiona^y ■ 



._ 22.M 

<-. 9H 

...22 *9 

CPP2.2D59 

- _ 20.99 

C032. 19.99 



Canaan Fadde»^Ti*M^'2^h*iia'E rg ir«e ....22.99 in*ana Jones Atlantis Advenlur* 24.99 



Cdi-i'irj'-. Fuddax 2 .. 

CardiiKK 

Carrier ^Siwwand 

Cartoon Ceajacllori Jfrjayr-. 

Castle Master 

;aev*i Tii, ...m- 



19.59 

JB.» 

.. <-99 

... 16.99 

.*.g9 

12.99 



ClijUHPIClNSMF MANAAEB INd 0F«AJOtl..ll.*9 

Charnu- 'jns'iiFi M^-i.igMi hj.,a 16 99 

£it»AIHOFl5>»I^N*ata:Coa«>|QiMklA»2fM1J59 

Championship llrts" ""'* Da ta Disk 1 tt.99 

ChaofEntHia . AIJDfJ 17.99 

Ctiui lr™ie CBJ2.1 9 49 

Chase HCj ^i; M, S:S 

Cluck Botk 112 CMl.ll.99 

Classic ioar-J l ii<*M *M 

CLAiUC COLUECIIOrl - DILMIhlE , „ I>H 

CLASSIC CAiUaiOM - IUCA9 ABT5 19.9* 

Clotkwisfi 10 '1 

,,„„ A5SOHA1200 19.99 

.._ 19 99 

10.54 

:.. 19.99 

^ _ 22.59 

_ 22.99 

20.99 

1T.99 

17 99 

17.99 

.12 M 

,. 22.99 

..12 M 

1099 

... M 99 

.._ C03J.31M 

..2J99 
13 ,M 



• i ■■!..• i 2 .. 
CHoriali BepdCi-1 

Combat Classitt ? 

CaarUoal Classic* i 

Complete Chess _ - 

Cool Vol 

Cocmsc Spacehead u 

trail 1or AAaCK - 

CratFi Dummies 

Cruise For * Cn«pS« 

C<ytt|l prijon..- _ 

Curse ol Enthamtal n,,.,,^— , 

Cfbarton 3 _ 

Cyberspace 

CyberwW — 

p Cay Beoinnmg 01 The End 

D DAY OVMLMP , 

D Gentf ration 

Daly Thomcsian's Olymiiif. ChfllUnga 6.99 

DAJtir, ICED „.„.„.-, CDJ219 99 

PAWN FATUDI AMOA12O0 22.59 

Deluie Paint 4 M.99 

Oennn Fi Onashar 16-99 

Detroit ,_.j«Dil'AI20O2i.99 

[ItvrnH-iM -ii.i' 

Daap Cw* . 
Deierl Strike 

p I no rial art k* Agency .,-,12.99. 

Dupoaaole Hero CDJ2 12.9* 

Oiit* It,* Big 6 _: ...CD32 12.9S 

Ckjofight _ _ _ Ii9* 

OaaaoNlrta....- - - ^95 

Cnaqonsione AIJOOn:Q32 2J.« 

lWaHWH _JkMoM1ltt2l.t» 

Dvir* I J 99 

DUHLJ , WM 



ndiana Jonei- AiiHinin Ai-ior J. 99 

a.iax-istiolri 500i 10-99 

tnlarnrT. . ... Cn32.19.99 

InteiiKjeiH Stratagy Games, 1!W 

kiia rnitirwial Open. CioH ChafrtSinnship 17.99 

lntimaIiaivilKrviihls>5ii(i:*r CDiMJiM 

hh*. 3 - - A 1 700-26 99 

Hoar 3 __.-22.99 

hMrOioe.. 6M 

jirk NihIjls Liol' 

Jatk The FJippor . ... 

Jam^t Pard 

James Pond Cumpilltlon .„„... _ .AI200. 1*.99 

James Pond t ■ RDtHxod „., cpii..».tH) 

Jamas Fi-ndl Al JCQ.,CD32.1*.99 

Jaguar XJ220 *-99 

Jel Strike A1200 15.59 

ja-TSmilul ,„ A5«K:_Ji17.ft 

Jimmy WMM'i Snooker 17.59 

Jimmy Connor's Great Coi_rtt J - a. 99 

John tarnas European Football 5 99 

lohn Barnes European FoutlM.ll CDJJ ..9.49 

John sv-amden FViocball. _ Id 99 

IUMGLE BDOH .....,_.,_,,_-.__ A12D019.99 

Jungle StnAe -- '7 99 

Funie StfAa _ _ A12DCVCP33 1 9 99 

K.74D Utopia 2 ..ASOuVLDi-1999 

K.GFJ ... IJH 

KICK OFF J EUBOWAK CHALLENGE 1 6.95 

Klti 0*1 S iU«u«AJM CMALLENCt A 1-001**9 
KICK OFF J EUROPEAN CHAllf r-t-E... CDJ222 .95 

Rid Chaos Al 20070032 1*99 

KinJOUQ! 1^-99 

Kid Ma.. 10.99 

Kids FUil* Cite 12,» 

Kino Pin ._ _ 10.59 

1J99 King Pin -. -- 1X32,12.99 

" KinUiOum lorlorlor* _ li-99 

King. Qi.tH 6 A50CfA12<-022.»9 

Kl-t anit Play 22.9* 

KI-IGMT6 OF THE SHY 10.99 

Kfustys Super FunhnvH - 17M 

_ u»i tilpija I ■ - - — E ■« 

11.99 lagacyol Socasil u , — 17** 

( d u 1 9.99 Legacy ot Jocaiil CP3J. 17 99 

12.99 leajand Dt flobin Mood 12 49 

Luauwn Of Vaaoga _ 12.9*1 

Leisure Suit Larry P or 2 or 3 12 93 

Lannaninn 1 ... CM2.I999 

Leimiuririt Double Pack 19.99 

LfHMIFHSt 1 „„„ *••*• 

LethalWeiBon 

LlnAt ThefhallenneOI&SlI 12.99 

Lionhedil - .032 1*99 

UO+I KlrtG „,„.- A13fJ019.94 

UTIL DIVIL . 0>*2 1*,*» 

JJ99 
12.99 



( i | 
099 

199 

...22 M 

B99 

I9.M 

.A«KvA12«07Cl>32lS95 

12.99 

,„ 6.99 

•l»J«AU- DBEJUM6 m FANTAilEl ......«.» 

F^-nball (antasiE* A12O0 19.94 

F.nball Fantasiet - — -CB32.2sl.99 

Fuitjjll kMfK .-. -6-99 

•".rates 19.99 

Pirates QVXd C032 1199 

PirJuE CiJ32.l9.99 

PirAie „ ~ ASOCVA120017M 

PlirighW ■■ J* 

Pixie & Uijiie — 0.99 

Planet Fcwtball ,...- AlKWrCDSJ 22 M 

Polite- Oil*" 1.2orJ.._ _ 'J9 : J 

PoinjloLfl & Prorr-sed Landj _.... 1i99 

F»ne<»i I „„ _____*iSj 

PoftniauiFat 6.95 

Postman »at 3 S.*S 

Pennmlrima A500yA6«J7Crj32 19.95 

Powertiouie m - — 22.99 

PowWhWneujT * Data utsk 1I.99 

Frarnaanl.Z CD32 12.99 

Fiemter Manauef 2 7.99 

*HEMIF« MA*IAG£« 3. A S«i A 12*0 17. 99 

Prime Mover 10.99 

frinte 01 Pars!* o-ji 

CroteeiX 10.99 

Project Kf 17 Challartga C032 1 7 99 

Pro Tfnnii Tour B-99 

PrcTEnrii.Taij(2- 1 Cflnnars LV»atCBuirli...9» 

Puggty - - - 1*99 

Pu?hQ«r »99 

Putty _ - U99 

Putty Vliiad A120WCC32 19.99 

PuEznic - *-« 

Cmsa 999 

QuauAlien BrEed . .CD3i.l7.99 



rXinOton Mauef 4 Chaoa. 1999 

CSwngaon Master 2 A »Cu A 12002 2. 99 Lombard "AC Hilly .. 

D>naolaster „ - !?» LoDni 



e^vr-AMOS 



2<J*4 LnrAalOkXK.. 



. Ourst FiSt 6liX9 1 or 2 _ _ 12,» 

27 55 Railroad tycoon , 12.99 

6.99 HainbowWuineJl *■» 

Rii-nho 3 _ _ „ - 6.59 

Rttl Baneball 2 .... j6-99 

«i(Kh, for The 5km 12.99 

Baalim _ 10.99 

Bed Heat .H-39 

fleuiiio<i.. A*SLVA*«VAi;0OJ2.99 

Bick Dangerou*.. - £-49 

flick Dawarou* 2 0*9 

flmgi Df lAedusa '„• i 14.49 

W*t OF THE BQBDTS ...JS-W 

RISE OF THE ROBOTS -A12U027.99 

rtrSl Of THE ROBOTS. .(0122191 

Ftrtly WuCds 1099 

Road Bash 10 99 

flot)«0o2 6*8 

Ftofiotop 1 _.,.. 10.99 

ftutiinsu'i'i Ft*i-Mlarn.._ _...A*oiVA120022 99 

HIFOBY LEAGUE COACH -.19.99 

HiAes 01 Ernjatiemsnt 2 21,9* 

HuttnUmnae 1J.99 

Run thE &aiFl!l*l — - .4.99 

Satm T«m lEnharKEdJ CP37 20.59 

SCI.... *»4 

letond 5on»J'*i AKXLIA120CVCOJ2 19.99 

SFCFtEl DF MONKEY ISLAND 1 OR 1 12.99 

SENSIBLE G0LP 1*. ** 

Irahlauli JOtrae lma*naiianal CD32' I699 

1*ntiblo Wwd 01 Sottei . 19-99 

SLNS-IBtf 60CCER IWTCHNATrtlFJAL 13 99 

■ .-II I-.-, .... ...1999 

SeriurautMKOT roecaaAJaaoi EncayirTl ..23.49 

Sii.«l,i.-.Un* 199 

Shaqliu 17.99 

Shuttle- Space Flight Simulator I2M 

SlarraSoccef 16-99 

Silent Service 2 12-99 

SIM CITY 2DO0 ..-AlMUl* »9 

SimCiti-OeluM 19.99 

51m CiryKuOulous 1*59 

Sim Classics (AntAileiCityl . 22.99 

Sim Lils - 5O0IA12W 10.99 

Simon The Sorcetor .22.59 

Simnn TIip lciiia.ar 4 120(lfCPU ?H99 

SIMQU THE lOACCnOR 1 22.99 

SIMON THE iOrlCtrJOft 1 A11UCVC032 26.99 

^mpsons ...B.44 

-D.M Sink or ^mni AHWA I loo „• w 



5f)401 Academy 

Soace Crusade.. 
StMKE0t*)tlor2naJrira. 

5|>*erthali 2 _ - 

5PIEDBALL2 .... 

SpiheriUl "Yorldi 

Slardust Special La 1 -jn 
Star Trek . 

StarCruaad/r 

Starlortf 

Straea Ilahter 2 

Strike Heel _, 

Strike* 

Striker 

Slun Bunrier 

5tuin C*r Hjoir 

SU.FJ 

Suburban rtumiinaflda— - 

SUBHIAH 2DSD 

SJJBWJUt 1CSO 

Supar Cars 

SufiEr Cars 2 ,,m-^-.- 

Suerer 5p*(* Uinidari _ ",99 

SwarfrDiy. C0i2.'299 

Suoer LeofliH? Manager.. AiVXiGwCDJl *9 99 

5utP*fkoopi A12W-I7.99 

SL^erLoopi .CTU2.I9.99 

Suoew *A0ri «i o Ci rand Pr i a 195 

Super Putty -CD32. 12.99 

WjSiWfTABDUST *1aM*M11t.M 

Sup*na.k*i _ 

Supnemaey ,..-. 

i^ieitji" -s -1!» 

Tanir.il Manaqer-E ■luLniiii'VurlanflTttaly l S.99 

TACtKAL FAANAGEB 94V99 DATA DISK .1«.*9 

Team 1 7 Collection Volume 1 19-99 

TastDrr,e2 *.» 

Test Match Crldvlt - 169* 

Terminate* 2 699 Jo^klc Erterrtion CatAe 

TaJris. _ „ — 1i.M Joyilitk V Splitr*r 

T.IJt A12U0.26M Luejlf 3 Delta Hay Autalire JT1S6 

TFX CD12.2J99 Logic S Ouatio &T Autofir* JT 165 

Thealreol Death 9M Los)it i Ooitro IT1 5fl 

TTin Big £ . Duiy COM- 12.95 (.ogle 3 Logipad JT1S0 . 

The Blue 4 The Grey - 22.99 10 Capadty 3.5' Oitk Bill 

TDaOLHJ Al20tVCO32 19S9 40 Capacity 3.5 " Disk Ecu _ 

Tina Gamat , 10.99 so capacity 3.5" OisJt 80* 

Fie (SrealMl- Compilation 21.99 M Capacity 3 5" Disk Hoi 

The. f*18H Hour 12 99 1W Capacity. It - Dak Bait 

Their Finest Uiuiarrs .9.94 Analog Joystick Adam 0( ■ 

mtaUMflK......._...-.„, AS00(A12»Ml,t* Cheetah 125* 

TtAi - - .5.99 Cheetah Bug _ ,— 

Ta« Lamhtt imAteST Ei«lliiLA5«liAt2tlol9.94 h-eerthoEl ^lee»"ns VWieel— _ _ 

TonGed'2 -, ^SOft* 1200 1 7 99 fj r *-.K AtNinced Switch Joyitkk 

Ton Gear 2 ...CDJ2. 13.99 Gravis Gamecad — 

Total Retail 6 9* Moul*-. 

TOYVEB A5MULT _-...uAHft*1300-l 3.95 MOirtemal _ _ - .„, 

TQUYEB ASSAULT „..,.......,..CD3219.99 Giravu Gamepad , 

Tracon2 _.... 22M Quickjoy JetFlohtar 

Traps t Traasuraji ASMUCOH . 17 99 Q U Kk|oy Pedals 

Tnii I al Pursuit ,„. 6.99 cjuickioy Topalar 

Trivial PlhKuH DeliMe - - -4M2. 19 M Qukkloy Turbo 

TURBO TBAX _,„,,.,.. _,__„_, 17.99 sane* Meganrip 2 *ut*tire MKJ20 - 

U.F.-O A12M.22.99 Screenoeai 3 SpaaLars SJJ20J 

UFO C032 19.99 " 

ULTIMATE EuOOY 1L0W5 CD3219.4* 

Ultimate G-JI1 JJ.S9 

1JHIrr,5ta Pdihall Quest 19.99 

Uncovened 11.99 

Uniwnw A50CXD32 2299 

Uncouihabl« —.(.Sal 

UtopMj .... 19* 

'.'jlhjIU Lord OF InFiniUf _-. 14.99 

' Vrj,ages 01 DiMOveay 19M 

'.',[. I Light A500iCD1215.59 

Walls OF Borne - - .....12.M 

Walkft 995 

tVamblEi, -ltematkirMa SOCW CDJ2. 19.99 

Wembley ir|te''nariririaa Soccer A1 200, 17 99 

yyHuinlf; Buoby LaaguE.... A500'AI7oal7 99 

Wlules Voyiae. . -CD32. 1*99 

Yyh. W P(ai* f 99 

Wild Cup Soccer.. ASMVA ijuO 1 7.99 

Wild Cup Soccar CD32 19 99 

WING CCHV1MANULR 
Winter Gold 





Scjeaobaat Power Supply 
Sunco-n Slik Slick. ,m,,™,^,m- 

SuKiV11Tm2 _... 

wl oo CJ Stick 



& Shart?wiiri 



GAMES 

G0Q1 Dvnamite Duk 

GO02 Madnna Puiiles 

GO03NU , 

COM Breakout CoimmcUan Hit 

GOOS Bagitman <« 

G006 Fruit Panic „ 

&M7 An*< Challenge _ 

ODOfl Grid Cheu ,„ 

(JOOSSlAilai-it 

<jrj to IVkuaaball _ 

GO 1 1 Hilrudec Alerl 

GOUArtlllerut _ _ 

.12.99 GO U Vector Storm 

.12.99 LiriLNL-. 



WiNlu 

wnkid -..„....._. 

world ClatiCrlcaet 0032 19 99 

World ClauLeadenuoard 0.99 

World Cup doll CD32.29.99 

WeildCupUSA W 17 99 

WOBL0 lur YEA* '94 19.99 

WsrldtatWar _ _ F-99 

Worlds Df Legend 

W0M.LS CL» GOLF 

WWF _ ._ 

WWf2 „ B.M 

)lenonB s 9a 



/ ()l.l . 

Eak MtKraAin „ 

la* Wolf 

Zonked 

lool 1 or 2 



SPECIAL OFFERS 



Aden Bread I 

Arabian Kniijtits ..— .. 

tSSh Blnwt _ — 

Civikiiatieei 

Championship aAanagar "93. 



Chaot Fng nc 
Combat air fetnjl . 



. 10.39 UQCU A Gene family Tree M MaaJl.TS 
19.44 ur)03 The uvorkihop — 

UOOa Label L>e«nar _ _^. 

UO0S Slideshow Creator ., — 

UWi A.ddre« BOCA — — 

II00H A-Lirroids 92 _ „_.,.,„. 

UO09 Little Crilice> — - 

(jt)1 1 Autograph _ ..- 

12 49 u0l3TheliinjMWay — 

...CDUIf-tf (,(11 it Panaumu pyantEf Drryer , 

E.99 (Ml 5 HP Ptinter F>mei 

UOIFj 5eik^ia Pvincur Drn.*r 

LMIBHPiSflCPrinle' Driyer . 

U0t4*mplodeiv*00 — . 

.J02O Bad Frwmal - «.... 

U021 Aminja Beginr*ns Qyl^* 

J02 1 Vniiei Banch "il.2 

U0J I De-Grader 600 940 1 2P0 

UQ2A E^ierihnn-0 Viru* Killer 

U02S Engineers Kit <A1 200 onh/l .,.-■- 

U027 FakJeiAermry l«A12Qa 

U028 Action Ftaplay For AtsOO 

■12-49 gD29 Amiga Tutnrial 

ASOWCD32 .4.44 UOM ACEjDaubaM — 

(J03I Abaca vl. 31 _ ., 

Uu32 Etcel bataaaae ..,,,,_...._ 

(j033Te.lPI*i.4uO _ _ 

LI03S Te,i (ngine _. _ 

uo3B Nunibei Pad lor A600 _ 

UVL* 18S 

JSHJJ Adult JiDcDw PUJJiet . 



i.99 

10.» 

19.99 

1*.9» 

CD32 19.59 



IJ99 
A12D0.1J.99 

1S99 

_ 9 99 

9.99 

Cool9Yorld ^91! 

Jaci Nicklaus U.ilirtiit«J fifll* 12.99 . 

J NkkLtaii Designer Clip Art Vol 17 99 XflMiOle Fllknger Naughiy fjmcKio 

KICK OFF J . «C*A12009.99 

Lemminm 2 Th« Tnt)*i 12 OT 

I.iiIii-. Tr ,idy 

KI...L I . -I..'. . 



.... 12.59 

Nick hitdo's'GaH . 12.99 

Niijell MantelU Champ. A 50CV A 121)012.99 

Premier Manager 2 7.99 

5*nsltile50C[eif9*91 12,49 

Shadow worlds... 9.99 

Soccer Kid. ASDfrAI 2 W 9 99 

TOHMADO. ASOUVA 12009.99 

VikinrH »W 

V^iker 99* 

71kU ... ...B99 

fU ui. a.... --'-iiiAand/AieMIO.** 



3.B" Blank Dues 



TDK 
Low- High 

:r. 5.99 ti.4* 

29 11.50 I3.S0 



IHUftEION 

Lv/t ai iu>*i 



tow High 



1,99 S.99 3.50 459 

750 11. SO 6.59 S.SO 

50 27 50 32 60 17.50 27.14 1S.2S 22 54 

I DO 52.50 E2S0 32.59 62 50 29.59 42.50 

RFCVCLED CHSlDD Low Crensily 
1041 2.99 2SA1.M 10*1250 10002291 



E V I E W 



■ i -<'\ 

.13.99 
■ ■■*» 
...1J.s» 

SM 

..13.W 

13.99 



r \ 



Mr Blobby? Mr Pants more like! Matt 
Brought on finds out exactly why 
Viillennium wasn't planning to let any 
magazine review this "perfect gift 
opportunity, fish and humbug! 



T 




o suggest that soft- 
ware companies are 
sometimes a bit trans- 
parent is an understatement 
■ they're bringing out an 
enormous title with several 
fVn of development behind 
«. they're ringing you up, pre- 
•awAno, to be your best mate, 
and trying to blague as many 
pages of coverage out of you as 
--fianly possible. Should they, how 
<*er. happen to oe publishing a piece 
of poo, they'll go ah quiet, and 
:r i ore you know it, a game has 
appeared in the shops that you've 
not seen for review. Funny that, eh? 
is though they somehow 'had a 
•teling' that you were going to mur- 
der it while they were hoping people 
would just buy it because it hap- 
pened to feature a popular character, 
Oh look I I've just received Mr Btobby. 
What a coincidence. 

Yes. though it may seem as 
though I've become Mr Cynic 
overnight, with unscrupulous people 
cashing-in and ripping-off hapless 
-nembers of the public with what can 
only be described as 'a crap game 
featuring a big fat pink bloke who 
falls over' (hilariously, apparently), F 
can remain silent no longer. 

As far as the Mr Btobby game 
joes, the said Blobster is surprisingly 
erect. He only falls over once (his rip- 
■saririg trade mark) and that's during 
the intro. Other than that, it's really 
nothing more than a cross between 
Drthe/i In Space (a PD game that 
.'.ees all over this pish) and a sort of 

■ 




You can actually choose to play as 
any one of the Blobby family; Mr 
Blobby (blobby blobby! Aha ha), Mrs 

Blobby (btobby blobby! Aha hah or 
baby Blobby (ate). It'* nothing mora 
than having three livei that look dif- 
ferent, but doe* add to the mirth. 
Pais another plaster would you. doc- 
tar? I believe my waters have broken. 

platform version of Amidar. 

Basically, the colour has been 
stolen from Mr Blobby* world, and 
it's down to you to return the afore- 
mentioned hues by walking over the 
bits of land that are grey, thus colour- 
ing them. Wow. 

There are tons of things to pick up 
and either eat for points, or throw at 
bad guys along with Mr B"s own sup- 
ply of custard pies (another side-split' 
ting jape). Oh no. Please stop. I've 
ruptured my pancreas. Q 

By collecting and wearing a rather 
attractive pirate's hat, Mr 
Blobby (blobby blobby 
blobby? Aha ha ha! 
can swim underwa- 
ter. Note the real- 
istic water effect. 
(Er... it's just a 

dark blue screen 

Harry). Yes. 

know. 

Brilliant, eh? 



«V*H this is the general thing you can expect from Mr Blobby, with lots of 
grey areas to be walked over, and things to be collected- Pick up an object, 

--■'aw it at a bad guy, and he'll die. Alternatively, make them watch Noel's 
Party. That should finish them off. 
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THE VER DICT 

Mr P loppy, Mr Plappy, Mr Crappy, 

and Mr Trousers Goes To The Toilet, 

Yes, all titles that this game could've 

been released under if a certain pink 

rubber-johnny with yellow spots 

hadn't been in there somewhere. 

Though 1 understand that Mr Blobby 

has become a children;' favourite, 

why exactly a studio full of adults 

should wet themselves every week on 

Noel's House Party is beyond me, I 

realise thai not everyone is into 'alter- 
native comedy' but you'd think that 

most of Benny Hill's audience would 

be dead by now. Anyway, the 

game... First things first — the music 

is awful; nay, atrocious. While praying 

this game, the A600 crashed, and I 

swear that it chose to kill itself rather 

than have to ofay Mr Blobby. I very 

nearly did the same myself, but Harry 

tempted me back in from the win- 

dowsill with a Mars Bar and a Claudia 

Schiffer calendar. The main problem 

with Mr Blobby is that apart from 

looking horrendous, the game play 

redefines 'repetitive', with no new 

features or ideas being added at 

any point. After two levels, you 

can rest assured that you've seen 

everything the game will ever throw your way, and 

though obviously there are more monsters to 

encounter and different level designs to explore, with 

such 'imaginative' baddies as a shoe, a crab, a ghost, a 

snowflake etc. etc. you're not exactly compelled to view 

these great wonders. The level layouts are also incredibly 

yawn-escfue, doing nothing to detract from the boring game 

play. Millennium reckon that Mr Blobby is "...a gift rather 

than a game", but If I found this in my stocking, I'd shove it 

right back up Santa's,., {Snip, Thanks for your valuable 

nput, Matt. — Andy) 
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I really can't s*e a specific version appearing for 
this dreadful game, and I didn't want to phone Mil- 
lennium to check because I'd have to have a really 
•mb&rrdiiing hypocritical conversation about what 
t thought of the game, Brr ! No thanks, mate. 
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Simplicity is often the key to a 
brilliant game, and if that 
statement is anything to go ^ 
by. Acid Software have 
once again supplied the 
goods. Matt Broughton 
turns the volume up to eleven. 





ast cars, Horning missiles, 
bpiked waHs, And cash if you 
kill anybody along the way. 
Sounds like a nutter's dream, doesn't 
it? Well try combining that with a 
games player's dream (i.e. thumping 
sound effects, tons of speech sam- 
ples, smooth graphics, and adrenalin 
pumping game play) and you end up 
with whrii At id Software hopes 
will take them to the — 

top of the racing er,.. 
tree Raadkitt. 

This is, quit* simply, 
a violent racing- game. 
The first thing you're 
treated to is a rather corking lit- 
tle intro animation, featuring 
Scalefttrk/KR'ttytc can speed- 
ing around the place, ramming, 
hashing and generally, er,., racing 
about. The highlight of this piece is 
where one driver rolls out of his 
crashed vehicle, only to hiM his head 
severed off by a passing opponent. 
It's at this point you realise the 
authors aren't too worried about 
morals, Great f 

RoddterH pre^-nt-. the player with 
some 12 well thought-out tracks 
spread over four different scenarios, 
each with its own graphic style, and 
■-.I'll progressively h-ir'Ji p in both l.iy 

nut ,md obstacles. 



Apart from the sim 
graphics including some interest- 
ing background parallax effects, 
Roadkltl really makes its impress inn 
by clever use of sampled speech, spot 
sound effects, and reactive music 
vimpk'v Break ,r I rip record and not 
only do you get a big cash bonus, but 
the crowd screams and a wild gui- 
tarist solos for a couple of 
minutes' 

Power-ups are gradually 
introduced to the tracks a^ 
they progress; and, of course, 
no track would complete with- 
out a lew gilt ish corners, the 
odd land mine, and rows of 
speed bumps just waiting to 
chuck you into walls. Roadkifl 
delivers. Admirably. 
You can choose from one of three 
difficulty levels, along with automat- 
ic or manual gears. Each race is pre- 
ceded by a hint screen giving you a 
description of the next track and 
what you can expect to find there. 
A particularly user-friendly feature 



die round the next circuit at your 
leisure, checking out the short-cuts 
and memorising power-up locations 
(which isn't too useful because liny 
change with each lap — clever!) Er, 
start your engines. (Vi 



So ■.--■h.it •. a 

, •uctty Y Well, 

imagine .1 stretch of 

road lined on both sides 

by enormous metdl 

spikes, and you're there. 

This is .1 |jrpmi- opportu- 

nity to rdm tiny enemy 

cars to their death The 

nans to my rig hi are 

Hrj,idkill tokens, which 

award various power- 

up* such as traction and 

super armour, 
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you're about to rac* i>n. Apart from giving you a visual clue as to short cuts 
.imi n.i'.ty hi-nti: in tin- ro,i[1, if also points out any new features being intro- 
duced to the player. Here we're about to encounter vicious speed bumps for 
the first time. The row of icons along the bottom shows what pewer-ups 
we're likely to find on this track, with an impressive choice including such 
df' lights as speed-ups. rackets, deflectors, money, and super armour bonuses 
This list gradually urows across the base of the screen as you progress 
through the levels. 
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Strange analogy though it may seem, Ruadkill 
reminds me of a pin ball table, in that it's 
constantly tenting and tempting you with further 
treats and jackpots if you can complete set tasks 
Though it's, obviously, always b.»sed ,iround 

killing |j«"i|ilr. thr' ij.irn.- virt u.illy -.l-n,ul ■. .it ytjU tfj 
innrrl<<r yel .mother rJriucr in <n[Ji>r tt> qt't ,1 huge 

points bonus. It's -ill very rewarding, .inrj 1 
I great asset to the game. Well done everyone 
I No. really. 
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Dotted around the various tracks are bonus 
jumps covered in Smart ie- like nanus lokens just 
.■S king to be sn.iffled up As w<TI js offering the 
obvious points (est, these jumps later act a* a 
smart way to avoid mine' filled areas of road you 
need to be careful when lining up for these 
jumps, though, because you have no control over 
your direction once airborne land there's always 
some spike-filled wall waiting tor you on the 
other side Gits?) 
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Everybody loves a good explosion (*» t believe I've 
mentioned before U arttt floacrfriJi 1 is no disappoint- 
ment. There are two types of missile av^iJpble 
her**: an unuuided sort, or a beautifully-guided job- 
bie. You can't waste missiles, but once they are 
fired, l hey pursue their prey r*l*ntlessly around 

Corners -inrl i-vpn b.i| kw.irdi until they tan shoot 

up hM opponent's bottom The M power-up 
shown here, incidentally, is worth two homers 
(what, like out of The ^impsttns? Andy.). 
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After i-iith and ew^ry face, you'll to* presented with this wriw dt-\.,iUnq th« 
nnfim points accumulated* during the, er i.*p {nice senteme Harryi Vau 
ace awarded stonhing little medals lor each Roacthill II |usl hilled eleven 
not bad eh?), along with a rather ludicrous amount at money Id hoot This is 
also a good reminder of just how stupid- look mcj you truly are. A sort ot 'Nut- 
tail's mirror' it you will 




BefOfe you do anything in Road- 
hill you'll need to selett a car and a 
driver £ath vehicle differs ever so slightly In 
performance for at least I thought so — the instructions weren't exactly 
detailed"} with some comenno f-aslpr but having more swing, while oth- 
ers a** morr* volid bul not quite *« agile. I personally preferred 
Cannon and Inferno, in case you're wondering. Incidentally, 
the Cyclone isn't normally this toig. 
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,_ers. which offers us a 
quiet moment to have a quick look at the general layout 
of the screen. The top left shows your position out of the nine drivers, win I* 
a missile count appear* beneath it whenever you try to fir* Ne.nt to this are 
the lap time records, with cash rewards on offer for anyone able to break the 
best circuit time The top right shows the amount of money find Hoadkill 
tokens collected. whil*» the bottom right hjs a mini map of the tTMfc, !o 
W ale, complete with flashing dots showing ,ill the active Cars The bottom 
left shows the tar's revs, speed and rjear. plus the damage meter The blur- 
bones show whether any power-ups are currently actrve 



CP32 



THE VERDICT 

Don't be fooled by the lack of com- 
plex game play, Roadkill is brilliant. 
Though basically nothing more than 
an overhead racing game with brass 
knobs on, it scores 100 percent in the 
atmosphere and overall feel depart- 
ment. To say that the programmers 
have got the 'ptny against reward' 
ratio just right is an understatement, 
with crowds cheering every slick 
manoeuvre, great widdly-widdly gui- 
tar riffs accompanying every jackpot 
scored, and more missiles and spiked 
walls than Mad Max. Too. The first 
thing that greets you in Roadkill is 
the superb intro r which sets the scene 
for what is easily one of the most 
addictive racing games available. 
Comparisons with Super Cars 2, 
Micro Machines, Nitro and, well, 
every top-down racing game, really, 
are easily made, but Acid is the only 
company which has managed to select 
the finest cuts and added stunning 
sound effects and smart graphics to 
the package. If I had a single concern 
about the game, it 
would have to be how 
'long it wilJ take you to see 
all the tracks, but having said that, 
I've been playing It for a week and stilM've only seen the 
last few tracks a couple of times — and that was using pass- 
words on Easy mode. One of the other things that separates 
Roadkill from its competitors (am I snogging this game of 
what?) Is the quality of the artificial intelligence. It really 
adds a hell of a lot to the game to have some CPU car 
appear from behind, pull up along side, and then smash 

James Bond-style Into the side of your car in an attempt 

to ram you into the spiked Kill Zones. They also start to 

use their missiles against you in later levels, but there are 

none of the clumsy random shots we've come to expect 

from CPU players — these are vicious, cunning gits! I 

accept that perhaps not everyone will go mad about a 

simple driving game, but once you get hit by the full effect 
of Roadkill, you can't help but be affected. Blinding game! 





j There'll be no A5Q0 or AfiOO versions, but an 
WL V JL.-1} jJ M I Al 209 jobbi* is on it* way within the next taw 

months, sporting much the same' greatness, 
I only lacking in the sound effects department 

(which will truly be a shame!} 
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Andy Nuttall grabs himself a pizza gaming action with 21st Century's oh-so-cute platform 
star and tops everything off with a nice piece of grated mozxarella. j&"~^ 
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Although being a scum- bag 
journalist is by no means a 
cushy way to earn a few 
quid {and few being the operative 
word here), I'd hate to be a pizza 
delivery bpy. Wo, that's not hdr^h 
enough- I'd rather have twelve inch 
nails rammed into my pupils than 
deliver pizzas for a living. 

Few jobs have as much going 
against them. For a start, you have to 
battle against the nightmare that is 
traffic in the nineties, through hail, 
rain and wind. And then there's the 
business of the adorable dogs who 
turn into nightmare mutts from hell 
at so much of a whiff of cheese and 
tomato. But the worst thing of all 
would be having to deal with 
lagered-up slobs, whose guts ensure 
their knees haven't seen the sun in 
years, and whose only reason for 
ordering a pizza is because they're 



too drunk and lazy to open a packet 
of crisps. 

So I can kind of sympathise with 
Marvin, who not only has spent years 
putting up with all of the above, but 
now finds himself tr An sported into a 
weird world comprising platforms 
and various strange beings. 

I won't go into why Marv's landed 
himself in this situation as, to be hon- 
est, the plot is so crap, I could have 
written it. Suffice to say, this tom- 
foolery paves the way for some plat- 
forming action the likes of which 
you've seen about a billion times 
before, 

This, I think, is the first platform 
horse to come from 21 st Century's 
stab'es. So the question is: after a glut 
of pinball simulations, can 21st cut 
the mustard in perhaps the most 
over-crowed genre of them all? 
Hmmm. 
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Little Marvin's equally ?t home in his little monochromatic under 
as ha ii above it. That it, unless there's a boat floating on the surface, whirl 
is a sure sign that this particular stretch of H20 is as deadly as, er, a very 
deep pond. Which of course, this is. Except, er, it Isn't, Oh, dear. 
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(Circle): Okay, so this may not but the most 
• «citernent-fHled screen shot in the history of 
magazines, but it illustrates quite an impor- 
tant part of the game- Throughout the levels 

*nd •specially early on), there are numerous 

ipeech bubbles which, whtn hit, display a 

-eiuge detailing the unfolding plot or offer 

•dvice on how to get past certain perils, Exp*~ 

- &nced gamers need not bother, but platform- 

ing babies will find their help invaluable, 
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IT1 SOFFX MX INDENTION 

EROUOHT yQU HERE, BUT HE 

HVST FIND THE EVIL ONE EEFOFE 

NE CRN RETURN. 

HE HR^ STOLEN THE MICFOCNIF 

ME NEED IN OflDEF TO OET SRCK. 

B>" THE NfW. yCHJ CHN MOl-'E THE 

STONES WITH THE r- IO , 

EUTTCN. JUST TF/ IT. 




After the brilliance of Aladdin and 
the sophistication of Ruff 'it' Tumble, 
it tomes as quite a shock to find such 
a 'traditional' platformer; one that 
could have been rolled out when the 
Government was harping on about 
going 'Back to Basics' (er, it still is, 
mate — Andy). Everything about Mar- 
vin smacks of the late eighties. The 
graphics are compact and quite nicely 
animated, but the gameplay packs 
very few punches. The difficulty level 
is nicely judged, with most competent 
gamers able to progress as far as the 
first password with one go, and the 
ever- helpful text boxes explain clear- 
ly how to tackle each new hazard. 
Nothing moves too quickly, so with a 
bit of careful planning it's easy to get 
quite far without much hassle and the 
relatively small levels help drive the 
action along. Of course, this is fine for 
those who prefer their platformer; 
to be uncomplicated affairs, 
where most levels consist of 
nothing more demanding 
than journeying from left 
to right, with very few 
different routes along the 
way. Had Murwin been abso 
lutely brilliantly designed then this would have 
been perfect, and certainly almost equalled the 
Marie games in terms of pure, unadulterated gam- 
ing fun, Although there are some nice touches here 
and there, for the most part Marvin merely sits In the 
fun 1 bracket and never reaches anything higher. Don't think 
for one minute that Marvin is a bad game — it's not. But If 
you're aiming for a mark in the nineties with a game as basic 
as this, the level designs and hidden features need to be 
exceptional, not just good. It is very nicely-priced, though; 
so perhaps better suited to younger viewers, as it were. 
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There's not to be a Marvin on th* A5/6D0, young 
sir but a CD32 version will be forthcoming 
soon. Also., you can plug a CD32 joypad into an 

A1200 to get better control. In fact, Why not turn 
to the Updates for a full report of th* C032 rwwl 
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2019 NEO-TOKYO IS ABOUT TO 
E.X.P.L.O.D.E. 

3a YEARS AFTER WOHLD WAR 3, KYOKG A MUTANT CHILD TELLS OF \ 
APPROACHING CATACLYSM. 

THE COLONEL STORED CAPSULE 7 WHICH CONTAINS MUTATION 29 5- 
KNOWN AS AKIRA. DEEP BELOW THE OLYMPIC STADIUM ATA 
TEMPERATURE CLOSE TO ABLQLUTE ZERO, 
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KENEDA IS THE LEADER OF THE 

CAPSULES. HIS BIKE IS THE ENVY OF ALL . 

KEN EDA LEADS THE GANG AGAINST THEIR 

RIVALS THE CLOWNS. 




KENEDA AND RESISTANCE MEMBER KEI. 

MAKE THEIR WAY THROUGH THE SEWERS 

WHEN THEY ARE ATTACKED BY THE 

MILITARY AND FLYING BIKES 




DURING A BATTLE BETWEEN THE 

GANGS TETSUO. KENEDAS 

CHILDHOOD 

FRIEND. LOSES CONTROL OF HIS 

BIKE AND JUST MISSES HITTING 

ONE OF THE ESCAPING 

MUTANT CHILDREN. 





TETSUO IS DK 
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AUTHORT 
EXPERIMENTED. 
TEAM THAT UH 
PROJECT A MAU> 
IS FOUND BET* 
AND AKIRA a 
EXPERIMENT 
TETSUO MUDT 
MOW OUT Of • 
COtnit 
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TETSUO ESCAPES FROM THE 

HOSPITALSLASTING 

EVERYTHING IN HIS PATH WITH 

PSlONIC ENERGY. 
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TETSUO THINKS HE CAN 

CONTROL HIS NEW POWERJ 

BUTHEJS WRONG. 
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KENEDA MANAGES TO GRAB A BIKE AND 
FLIES AWAY TAKING KEJ ON THE BACK. 
THEY MAKE THEIR WAY THROUGH THE 
TUNNELS GUIDED BY KYOKO. WHO HAS 
POSSESED KEI. IN ORDER TO USE HER 
TO FIGHT AGAINST TETSUO. 



TETSUO MUTATE* 

HIDEOUS BLUBBE= 

TETSUO IS TOT 

CONTROL. Tf 

CHILDREN BEG 

RETURN AND SAVE 

FROM WHAT T 

RFCOME KE* 

BATTLE TETSUO I 

CONFR" 





p 



/ 



■^H 



pxiM 





CONTAINS 

COLLECTORS 

EDITION 

T-SHIRT 
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Empire leaves the military worlds of heavy machinery and 
light infantry {at last!), and enters the deranged mind of a 
would-be serial killer. Andy Nuttall, faced with Matt and 
Harry, finds he has a lot in common with Ryan. 



rwrnweb's got one 
of those very (Ate 
things in computer 
games, a believable plot, 
I say that, not because 
it could realfy happen, 
but because the idea of 
a dreamweb can happily sit 
up there in your imagination 
alongside extra-terrestrials, 
shamans, vampires and 
poltergeists. A long and cine- 
matic Opening sequence plays 
doom -lad en music, like En mo 
Morricone's score for The 
Thing, while a simply-animated, er, 
animation teils you the plot. 

There's this dreamwee, &ee, which 
exists somewhere in everybody's 
imagination. We all travel there, 
in our dreams, which are con- 
trolled by the 'keepers of the 
dreamweb', seven ordinary 
people who have each been 
assigned a single node of the 
web. Their own strengths and 
weaknesses affect the web, 
which ensures its equilibrium, 
or something. Well, most of 
it's believable, anyway. 

Right, so these seven peo- 
ple are systematically 
bumped off by an evil force, 
which replaces them with 
their own, ungodly sort. And 
you, as an ordinary Joe 
(called Ryan, 

though} are sum- 
moned by the 
monks who 
live amongst 
the, ah, fila- 
ments of 



The Dr*-amweb. apart fram being th^tille ol the game, obv, is the iwa 
where p«.'U(jli- \ dreamt are controlled By tn#S.e hooded monks Stnpj l,nji|b 
ing It'* .1 itory, okay? Th* Wfb force from each of the baddies you shoot 
leaves tht host body And returns h*>ie. <*nd the monks celebrate. 



the web, to assassinate the seven new 
node-keepers who live on earth. They 
have prominent positions in society, 
of course — no self-respecting devil or 
similar anti-Christ is going to assign 
important tasks like keeping nodes to 
any bum they find on the street. No, 
there's a military General, the head of 
a corporation and a rock star, to name 
but three. So getting near them is dif- 
ficult, never mind shooting them too. 
We don't normally mention game 
manuals in reviews, but one of 
Dream web r s pair of pamphlets is 
somewhat... special. It's a natty little 
number called 'Diary of a (Mad?) 
Man', the rogue question mark for 
added 'effect' immediately putting 
me on my guard. It's meant to 
account for Ryan's actions up to and 
including the game itself; but where 
there's the possibility of a sub 
tie and involving insight 
into the mind of a serial 
killer, there's actually 



pages of self-indulgent twaddle, 
reading more 1 like the angst of an 
adolescent American. In amongst 
such bizanre entries as 'The clock 
keeps going round. It won't tell me 
the time. Santa Gaus gave a gun to 
me. Let loose the puppies of war. I 
died last night.' There are actually 
some clues about how to play the 
game; so sadly reading the damn 
thing is something of a necessity. 

Thankfully, the game is somewhat 
better. A 

Below: And here's one of your 
targets, in mid-assassination. Killing 
General Stirling involves finding ft TV 
Studio, shooting a guard, climbing ft 
gantry, fixing a crane and dropping 
this packing crate on the big man's 
head. You don't got caught 

afterwards, because the monks spirit 

you away, b*ek to tha 

Dreamweb. Which 
doesn't half 
annoy the 
police. 
Ha. 



Right: 
Tht> 

story is 
b.iM'il 
on th<> 
VUeb kt-(-i> 
.■is i-.hn f e .> i 
th*tkfi> * 
Ik-Iov.-lI spinier 
wrtln sii.-.irti tonti filler 
is fall i iiq into tin* Vuii'ini 
h.uuK YaUr ch.m Jiti-i Ky.i.i is Hit- 
urn' i hfivtfi by them to kill fhi L Seven 
er* ot 1 he We Vs nAdflft 
,i,ii.l sj >,mp the unmade 

Minn ■! hini| Li.iiii.il we've been striv- 
^L incj to <1rj«uiCe>tfV \fiM*ti>v.itlfii 

\ htiffrin . tim. inv.idtnu Wilt we 
I I'uer tin it J • 



UK Kim., voyi iti.itt- i. in be 
found th his N»t ,d aM tiim-i. Either 
ontne tinN'i ui <it tm» on »i« armchair 
wat* buiLi 1 \r Thi* ii .i flru.it nail 
Dnoaji'ttr [j ■ .tbiiin ta ihi»w m red herrings, 
intM^pi-i--i'ii with iefll ilm'i anil useful 
jntaert*. Indeed, .ii Mi.- i(.n| ut the game ir* ■ 
tit of pick everything up m case l might 

nt'fil it', I mun.iiieii to ,ii",i\S nine- littici*. 
Why n I .tout know, 1'vc only i-»« foWid r " 
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When the admittedly tiny playing area is packed with even tinier detail, 
H's useful to twitch on the Zoom mode- This gives you a little real-time 
magnified view in the bottom left, enabling you to not exactly see mora, 

but at J east you don't have to squint at the Screen a! much. Usefui for the 
mare. ah. intimate views, Vour honour. 



Vou begin the adventure in 
your girlfriend's flat. 
She's tailed Eden, and 
typically for this 
game, she's lying 
naked In bed. 

There's also the 
odd sex scene 
here and there, 
but don't be 
expecting 
much M the 

way of fanciful 
titillation; this 
Isn't porn— if* 

too microscopic 
for that. But be 
careful if kids are 

playing, anyway- 




Right: 

In addl 

tion to 

bumping off the 

seven nasties in a similarly 

nasty manner, there are * 

few extra-curricular aisaf »i- 

nvtions which heed carry 
ing out. This 5 8 -year old 
security guard, for example, 
was trying to stop you 
entering the TV studio and 
dropping a crate on General 
Stirling. Git. I found his age, 
incidentally, by reading the 
Newsnet broadcast on the 
terminal in my flat. As you 
murder mare people, the 
more sickened the virtual 
tabloids become. 







Here it is... SoTtQin"* adifves; 

it *» the M<nM1t East Of the 

citif, 1 in ink z know 

whereto bouts, bmbv^H 



pp«j fteu 



Ahii' A chantt' encounter with an Organiser On Eden's bed reveals the 
whereabouts of her employer*, Sarttiin Industrie*, it just happens that one 
of the evil nouveau Web -keepers is Mr Stirtiun himself but until you find 
his address, you c 
far better, obviously 
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First, a bombshell. The structure of 
Dreamweb is similar to Gremlin's 
Plan 9 From Outer Space. The com- 
parison is a little unfair, because 
Empire's game is much, much better 
— however, the idea that finding 
clues and solving puzzles not only 
opens up more of the adventure, but 
also adds to your list of 'visitable' 
locations is a strong part of the 
theme. Unlike Plan 9's mysterious 
taxi driver, though, there's no travel- 
ling as such, simply a range of icons 
which you can scroll across, clicking 
on the place which takes your fancy. 
This is meant to take away any possi- 
ble tedium of walking to-and-fro, but 
personally I'd quite like a bit of 
exploring — especially the first time 
around. There are really very few bad 
points for us to chat about, though; 
the small playing area, and the fluc- 
tuation between bllndirtgly obvious 
and almost invisible dues pate into 
near-insignificance when the whole 
game Is strung together. The film 
soundtrack -style music is mainly 
responsible for this. Sampled sound 
effects accompany doors opening and 
guns firing, and despite the limited interac 
tion between Ryan and the other characters the atmosphe 
is extraordinarily cinematic. In all honesty, though, I exper- 
imented by turning the sound off for half-an-hour or so, 
and my interest level in playing the game waned. Without 
the atmospherics there's not enough depth of either game- 
play or characters in Dream web to hold your attention for 
long periods of time. So make sure you have the volume 
pumped up when you play. The red herring element is off- 
putting at first; the impulse to pick up items soon fills your 
meagre inventory with unnecessary tat — so it's important 
to discard what you don't need. Empire deserves to be 
given credit for moving away from the usual point and click 
adventures, because it has created a game which will not 
only appeal to adventure gamers, but also to film buffs, 
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longing for a real piece of "interactive fiction'. 
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A CDJ2 'talkie' version of Dreamweb should 
appear soon, because the PC CD-ROM version is 
already Out. The AS/600 version will be out by the 
time you read this, replete with, er, slightly fewer 
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Helow: This is jus* one of the many 
sub-games. Here you have to beat 
your opponent* wound -four laps of a 
track, collecting your coloured tokens 
as you go- Pood fun! 



Matt Broughton once 
bungy jumped 200 
feet off a collapsed 
viaduct in Normandy. 
What an idiot. Still, at 
least it gives us a rea- 
son to chuck him Rasputin's latest. 

ase Jumping is, apparently, obstacles. 

the latest erase Too trauser- Standard platform fodder is all 

filling to be endorsed by the around, with switches to be switched, 

Dangerous Sports Clubs Association, springs to be sprung, and magnets to 

but embraced by me East Beckinsdaie be, er... dragged aiong by. As you 

Pigeon Fanciers Association, Base jump on the heads of enemies or 

Jumping involves climbing up very explode bombs, single letters appear 
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tall buildings, aerials, bridges, cliffs 
etc. and then throwing your- 
self off. You 
then race your 
opponents to the 
ground, trying to knock 
them into obstructions, 
while being the last to pull 
his chute open (I e. the first to lane 
As you might imagine 
standard equipment 




and fall down 
the screen. Col- 
lects letter and it 
appears in a box on 
your status panel, gradu- 
ally creating a three letter 
word, Compose a word that 
makes some sense and you'll be 



rewarded with a points bonus or a 
a spade is sub-game. These sub games can be 

anything from a four player break-out 
Base Jumpers the game Is split style affair, to a game of pong, or 
into two main sections; the climb, even a silly shoot-em-up. 
and the jump. As you climb the inside The single player game is moved 
of the building or tower you must along by an ever rising screen, and 
get past a number of guards (which points or lives will be tost should it 
appear graphically relevant to the catch up with you. In a two* three, or 
theme of that particular level) 4 four player game, it's first to 

and avoid the usual force ^ ' " ^^^ the top time, nt*t to men 

fields, bombs, flying J^km^^kM ^k> tion t ' mt " *° ""^ 
and a whole » ^ round the keyboard 



arrows, 



of other 



1 



^3 



Standard platform items ahoy! You've got your squa shad guard, your 
bonus 'FT, your broken gla,ss, ladders, deadly arrow*, killer magnets, and, 
er... th*t sort of thing. Everywhere, 




There are a number of things to 
praise B*s« Jumpers on, but also a 
fair bundle of things to, er, not Base 
Jumpers is a typical Rasputin produc- 
tion, in that it's packed with original- 
ity, but clouded by a fairly primitive 
(but still attractive) presentation. 
Obviously, being a Jetstrike fan, I 
trusted them enough to devote a cou- 
ple of days to finding the hidden 
payability, but that's sort of where 
the game fails down. Though BJ is a 
quirky little game, it's also a bloody 
frustrating one, and to be really hon- 
est, I played it for an entire evening 
and still couldn't get past the fifth 
level. Now I'm not exactly a poor 
games player, but there are often so 
many things being chucked at you, 
that you never get to enjoy the level 
designs because you're wetting your- 
self as the screen rises after you. The 
multi-player games only add to this 
problem, as you tend to be more 
interested in beating your opponent 
than exploring or looking out for 
bonuses. The bonus letters idea is a 
very nice one, and reminds me of the 
spell mixing in Wis 'n' Lis, with a 
plethora of combinations to be found. The 
sub games are also an excellent addition, as are the actual 
jumping bits, and the graphic effects that accompany the 
letter bonuses (and don't think I didn't notice the "Drop the 
bomb, drop the bomb" reference!) My real worry is that no 
one will give BJ enough time to see all of the bits and bobs 
in there, and it's certainly one to play once you've got some 
cheat codes. With an infinite lives cheat, I managed to com- 
plete the game in about half an hour, which is a bit worry- 
ing, but considering the difficulty level, I can't see anyone 
finishing this legitimately for a long while. A quirky offer- 
ing, but not quite hitting the mark. 

there are no plans for an A1200-sperific version, 
\ but a CD32 lad is in production and will feature 
new leuels, plus ton* of graphical treats. Fingers 
trotted far JoflIC great tune*. "Climb th* ttairs, 
dimb the stairs — climb ti»* stairs- -" perhaps? 
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iMIGA 500/600, AGA A1200/A4000, AMIGA 
132. IBM PC, IBM PC,1BM PC CD ROM. 



If you thought it was all over..... 
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Amiga Action - Accolade.. 

"Ptsfabiiity votes from every pore at Ore 
game, the others had better watch out, 
there's a new kid on flte hiock". . . "'- 
excellent, excellent football game . 

CU Amiga ScreenStar Gold award 
'Tfte test loolhall action game ever"... "The 
mighty Seosi is beaten at last",,. "The gams 

realty steels in the graphics 
department ". . . "Jremendmsly playable ". 



Slack Legend Software. 
Fulling Milt Barn, Fulling Mill Lane. Wei 
Hertforttstike, ALB 9M>. Tel: UU mm 
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When you get a run of 
games on. the scale of Lem- 
mings, the announcement 
of the next in a long line comes as 
less of a surprise and mare of an 
expectation for games reviewers, It's 
difficult to think of a game which has 
spawned so man/ sequels; after Lem- 
mings there came Christmas Lem- 
mings, Lemmings 2, and the all -new 
Holiday Lemmings, With, ahem, all 32 
levels from last year's Christmas Lem- 
mings, plus another 32, just in ease 
you bought the game last year. 

And people do buy them, too. A 
year ago (or so) I remember hearing 
a report which suggested that 1 1 mil- 
lion people worldwide had a copy of 
Lemmings. That's 1 million buyers, 
and 10 million pirates. The sequels 
have all been there or thereabouts, 
suggesting a possible contender for 
the biggest game in the world. But, 
until now, virtually all the games 
(with the exception of Lemmings 2} 
have been based around similar 

theme*, HpWuyUl£dtt£ii£i' ant * ^he 
familiar 'Let's go!' sourieTeflfeets 
For the third instalment, thoi 
DM/ 



immediately noticeable thing is that 
the little Lems themselves are now 
slightly larger — or, as Psygnosis 
points out, they're actually slightly 
nearer to you than their iems 7 and 2 
counterparts. This basically means 
that DMA has been able to add more 
detail into the once-tiny rodents, giv- 
ing them slightly more realistic cloth- 
ing as well as better, smoother ani- 
mation. So now it's easier to see why 
the Lemmings 3 monicker disap- 
peared pretty sharpish. 

But the major difference is in the 
range of tools and abilities you can 
give to the little ones. There are no 
longer a certain number of jumpers, 
blockers and the others parading as 
icons at the bottom of the screen. 
Mow there are just five commands: 
walk, block, jump, use and drop. The 
latter two apply to tools which the 
Lemmings can pick up at strategic 
points on each level; like spades, for 
digging tunnels; bombs, to blow 
holes in the landscape; or bridging 
bl ocks 
other Lems. 

So this, really, should make the 



The new 'close-up' Lems (Psygnosis swears that they're no different, just 

[nearer the camera) are SO much better than the original. Pah! to those 
who say that the cuteness is lost because of the higher detail — these 
levies are really nicely animated, and are pddfetf witb CUteness Just 
watch the way the Shadow terns creep. Oh. Krrt lorry . you can't, O 
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Many of the levels you'll come across contain 
one or more trapped Lem, who's not part of your 
original band of 10. You can use them like normal. 

and if you free one, he will happily join your 
^V party, However, on levels such as this one, the 

\ main band gets Stuck, and you need to use- the 
I 'apparently' trapped ones to help them. Ahhh. 



Out of all the new tools, the Sucker - is far and away the best 

example of the excellent animations in lemmings 3. Click on the 
I sucker icon, and your little blokey will fling himself at the ncn 
est wall or ceiling with qusto. and begin pin-wheeling his arms to 
climb or swing across obstacles. 




LEMMING 
PAINTBOX 

The main difference between this 
Lemming* and the previous incarna- 
tion s Is In how the Lems use their 
tools. This means that the designers 
hays h««n able to simplify th* con- 
trols i« much that even a Lemmings 
dim-wit like ma can uu tham. 
Well... almost. This is * typical 
example of a new screen — looks 
like a kiddies paint box program. 
doesn't it? 



1, WALK 

Turns a L#m around, or makes a 

blocker walk again. 



2, BLOCK 

Changes a Lem into i Blocker, 
stopping other Lami from pass- 
ing. 



LUMP 

Makes a Lemming jump «vw an 

obstacle. 



4. USE 

Tha main option. Any tool a Lorn 
picks up will be displayed here. 
Cycle through the tools with the 
right button, and click on the 
required one to highlight the 
Lemming in pos**f*ien r who then 
turns red. 



5. DROP 

Drops tha current tools, leaving 

tha Lam free to pick up other 

thing*. 
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Something which blights Lemmings 3 is that wmt 
of the levels are just too difficult. At least, for me 
they of a — but I'm man enough to realise that 
there are some Lemmings-mad people out there 
who could complete this without hatting an eye- 
lid. They just tall straight down a hole! How da 
you stop them? ) don't know! Help! 
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The new-look pick-up tools might seem a tittle fid- 
dly to Lemmings wets (that's veterans, of course, 
not.) but once you g*t used to them they're actu- 
ally really nice to us*. Also, they can provide lots 
of clues to the solution of the level, because you 
can follow their trait and find exa< " 
can be used. 



Like the original two Lemmings games, it's quite 
important to hit pause and take a good !ook at 
each screen before you play it. Here, one of the lit- 
tle Shadow Lems is swimming across the water 
to see what took he can find on the other side. 
Or would it have been better to buitd a bridge 
down and under the big obstacle? Mmmm. 
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The sighting of the first thre* Lemmings tribes, aboard the ship which takes 
them to theif respective islands, The Shadow Lem reclines on the side, ready 

to fall out at a moment's notice, the Classic sits and keeps a watch out for, 
er, islands, while the Egyptian... well, I'm i"rt too sure what h*'» doing, hut 
r m sure it'* something pretty smashing. 
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I THE VERDICT 

Personally, I reckon thai the new 
close-up Lems are far higher up on 
the cute-ometer than the old-style 
ones, but that is only me — I'm sure 
thousands of you will be upset that 
the tiny green -haired 4- col our bunch 
of pixels have J grown up' at last. Sure, 
there's a lot to be said for simplicity, 
but these chaps are bigger, they wear 
better clothes, and they're more nice- 
ly animated. I admit that I find some 
of the levels ludicrously hard, requir- 
ing a quick 'plate-balancing' act to 
keep lots of the Lemmings both alive 
and doing something at the same 

time. The actual structure of the 

game is much the same as 

before; so you can hit pause 

and scroll around the larger 

levels to have a look what's 

T going on. To be honest, though, 

I never found Lemmings 1 or 2 

particularly easy or comfortable to 
control; so this all -new control system 
with a small number of huge icons 
that are easy to hit with the mouse 
are right up my fenetre, as Matt 
would say. But there is one thing that 
really bugs me. and this is pretty serious 
For a reason known only to Psygnosis (called 
Ka-shin, though, I believe), there are now only three Lem- 
mings tribes instead of 12. Actually, that's not quite true; 
there are 12 tribes, but only three show up in this game. You 
see, Psy gnosis is intending to bring out another three 
updates to this game, starring the Highland, the Future and 
the Sports tribes we know and love- To me this seems like a 
bit of a con, but to counter it there are 30 levels in each 
tribe. So, It depends on how much you love the variety of 12 
different tribes — f rather liked it, and so I find the three 
here a bit limiting. But the music's jolty, the graphics are 
colourful, the majority of the levels are well-designed, and 
the whole caboodle's a joy to play. I don't know how much 
Psygnosis is planning to charge for the next three Lemmings 
outings, though, because if they're all going to be at full- 
price I can't see me being this enthusiastic next time around. 
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Hang tin... what's this? hist us you hit Paus* at the beginning, ,ifld take a 



- At the time of writing, the decision about specif - 

CD32 ic A5/GO0 and CD32 visions of lemmings 3 

_^_^^_^ hasn't been made: However, a CD32 version is 

AS/600 pretty likely, apparerttty. 



through the huge wooden pldnk that's balanced across the ravin*. But 

twait, because a* the little blighters walk On it, it disappears' Ah, but 
then there's the huge wall to get through... with no spades. Doh! 
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ENEMY UNKNOWN 



COMMAND EARTH'S FORCES AGAINST THE ALIEN TERROR 







This is the best gome 
/Ve ever seen' 9 97% 
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1999. You are in control of XCom; charged by 
the world's leaders to strike at the alien menace 
that's terrorising the Earth. 

At first, you'll scan, track and shoot 
down the slower UFOs, but that will just be the 
beginning. Whenever a UFO crashes* or lands, 
you must be there; leading a squad of armed 
soldiers from building to building, from street to 

street, using all your tactical skills to 

capture or destroy the aliens. 
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If you succeed in your first missions, your 
^y scientists and engineers will copy the 
alien technology to create more 
powerful weapons and craft for your 
forces to use. Gradually, you'll build up a 
terrifying picture of this Unknown Enemy, 
and their real aims and desires, then you'll 
have to work out a strategy to stop them. 



One thing is certain ■ it won't be easy? 

t&M PC screenshots shown. Actual screens moy vary 
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When MicroPros^ announced it had a game with 

whales in it, Andy Nuttall jumped at the chance to 

return to the land of his fathers. Sadly, all he got was 

a bit wet. lev. 



T 




here's a story by Isaac Asimov 
about these people who live 
underground, Not because 
they want to, but because they don't 
know any different- The surface of 
the Earth had been ravaged by holo- 
caust, you see, and genera- 
tions before the ancestors of 
the race had made their way 
down below. 

Then some of their descendants, 
curious explorer- types, found a dis- 
used lift shaft After decades under- 
ground, the race finally made it to 
the surface, and found a new and 
prospering planet which had healed 
its wounds. And, um, that's where 
my memory fails me, because I can't 
remember what happens after that. 
But you get the gist. 

My point is. Sub war follows a sim- 
ilar story. The Earth's surface has 
been ravaged by holocaust, etc, \^ 
but instead of going 
underground, the 
world's giant cor- 
porations and 
business syndi 
cates built huge 
underwater bases in 
which to survive. Of course, 
the more corrupt among 
became the most powerful 
because by its nature the ocean hides 
yer naughty underwater activities, 
they found it easy to traffic contra- 
band and move in mysterious ways 
without any fear of the law. 

But of course, the law's still there, 
And while it's difficult to police the 
underwater channels, because you 
can't see further than a few feet in 
front of your face, there's an easy 
way for them to pass the buck: get 





th^rrt 
and 



Er, Mayday! This Is a 
training mission, believe 
it or not, which is sim- 
ply to kill off a bunch of 
robot drones floating 
around my base station, 
But even this supposed- 
ly simple task is littered 
with difficul- 
ties. Mainly, 
ah, driving 
your subma- 
rine for long 
periods on accelerated 
time, without looking 
where you're going. 

you to do it. Piloting one 
of several submarines, 
each with different bat- 
tling, spying and cargo- 
tarrying capabilities, 12 
goody-goody missions 
must be completed in 
succession. They cower a 

variety of baddy-smash- 
ing adventures, but 
each features an over- 
riding conservation 
issue; for instance, 
there's one where you 
have to free a school of 
whales trapped in a 
mine-infested farm, 
Er, right on. 
Although on (or should 
that be under?) the face of it, Subwar 
is another flight-sim, MkroProse has 
explored the sub-aqua idea and come 
up with mission*, which are believ- 
able, and which, rather trandHy, make 
you feel good about yourself, Man. 
Personally I found it more engrossing 
than most flight--. ims, because at last 
there's some alternative to the us ver- 
sus .terry dog-fight scenario. < ■"'., 

There's quite an extensive range t 

toys to play with in Subwar. except I 

can never seem to get anything but 

torpedoes, rockets and decoys. Still, 

torpedoes are fun. As you move 

on to the other missions, 

though, you're assigned 

different sub* — and of 

course, with the new 

subs come... new 




The Mission Control screen gives you access to all the menus at the start of 
each mission. The little guys operate their respective console* (apparently), 
bringing up screens offering you different subs, weapons and, er, all that. 
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These 'bio'-type thing fps are actually sperm whales, but the HUD computer 
■only recognises them as living life forms — hence the 'bio' monicker. Oh, 
god, I'm going to have to make some sort of Welsh joke hrfore Harrv ae ' 
one in,.. Erm, Whales forever? I 




In the seas just off Japan [I think), a 
small group of whalef sits between 

a bunch of mines in a so-called 
whale farm, And these floating git* 
guard it. Thing is. I'm supposed to 
be covert here, but perhaps my 
sloshing about trying to find the 
next kvaypoint might have alerted 
their radar, lye bye. whales 
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Death rears its uflty head in 
. of many way*; if you're blown .__ J**'* 
,,p by atf enemy sub or a mine, you ' b - twen 
come MlA, If you should, however, 

be turining enough to hit the eject 
tan. you'll be shot out of a small ti ' 
into the waiting err*s of th« Hur 
anyway, that looks nothing like l 



He- have recei 1 -ed r,?i jf t hat Andy 
hVM t**ri captured by J£ie enemy 
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This yellow criss crossed thing is the 
thermal layer; the area where the sun' 
warmed water rheets the cold of the 
| ocean bed. If you go below it, sonar detec- 
tors which are positioned above the layer 
won't 'see' you — so suddenly diving After 
detection will hide you from the marauding 
enemy With a bit of luck, and .1 following, urn. current, 
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To put it simply, Sub war is a flight- 
sim underwater; or a 'sink-sim', if you 
like. That means It gets around the 
usual flight- sim quirks of slow frame 
rates and such-like simply because the 
tub moves incredibly slowly. As sub- 
marines do, of course. So anyway, 
because people are expecting a slow 
game, MicroPros* has gone to town 
with the graphics, including Gouraud 
shading on the sea-bed and the ther- 
mal layers, making quite an effective 
change to the usual flight-si m polygon 
graphics we've come to know and, 
well, hate, The missions are clear and 
believable, and the added Green- 
peace-style 'save the environment' 
messages give It an edge — because 
even though you're not actually sav- 
ing the little whales, the atmosphere 
in the game makes you believe that 
you are. 5ubwar isn't far from being 
a classic; but there »re certain prob- 
lems which mar the gameplay enough 
to knock it down a peg or two. If any- 
thing. It's a bit too slow: despite the 
accelerated time feature, piloting the 
submarine can become tedious, espe- 
cially on longer missions. But the most 
obvious limitation is the sound: stirring in 
game musk and a low whooshing as you steer the sub 
around are just not enough. Mo, we want a sonar 'blips' 
noise, like out of Voyage to the Bottom of The Sea. 
On the plus side. Sub war is the first 3D simulation I've 
actually preferred to play with a joystick, in fact, the 
controls as a whole are well-designed; lots of keys for dif- 
ferent viewing angles and all that, while the joystick 
mops up the majority of the work. Incidentally, I wonder 
what happened to those nice keyboard overlays you used 
to get wfth MicroPros^ games, like P-1», because they were 
great. Crikey, Quite frankly, I'm having trouble finding things 
to write about Sitbwar, because it's... well, boring, really. 
No that's not fair; more, relaxing, like a long, hot soak In 
Radox, but without the added attraction of a rub-down with 

a warm loofah. Mmmm. 

- 
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MicroPros* it shunning the AS/600 with Subwrnr, 
because the -graphics Are too complicated, appar- 
ently, However, expect a CD)2 version soon. 
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> bit disappointing to »y the least, often 
race btfare steami+ig off in a '■ know 
1 computer 1 sort of way. Vau can k*ep up 
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is a man whose history 
'ad_ 



Hi^, JJJJ J^iJ JJ^J ^ Jj ^ ^ Jil h]z 
$ As iJiiJ ujja- iU^W Jja ^ ^ Jj - J 

■ know'l don't normally start given, though, is corretf; yo^i do 

I -asses ?r*^^ 

uuh^n vnij acceot that most such road conditions as forest, 

develop a gam, that % above all. judge. Come, together 
great fun to play - and that's what we shall try. .. 
we've done!" Er... no you didn't. It's 
not "great fun'- You're lying- 
Next... "We particularly wanted to 
ensure that the cars handle realisti- 
cally so we took the programmers to 
a rally school for a day to allow them 
to experience the real thing — and 
it's certainly paid off" Ef. no it 
hasn't. They probably had a really 
good time spending the company's 
money, but accuracy and realism do 
not always make a stunning 
game. As in this case, I'm sore. 
The rest of the information 




In a rather amusing 
anecdotal way. I very 
nearly gave this 
game 40 percent 
beta-use of the 

night tri.ili 
As far .ii I 
could tell, 
the screen 
was entirely 
black, with just 

your two headlight pools, t hi* led 
to same dreadful gjffleplay, and in 
fact at one point while Andy was 
having a go, his lights went out 
altogether, and he just sat there like 
a nob, banging his car against an 
invisible wall until his time ran out- 1 later 
found out that J simply had my monitor's 
contrast too low. and it WAS actually quite 
a nice graphical effect - Doh! I'm a Span- 
ner, I'm a spanner. I'm a spanner... 
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You're fairly unlikely to make it round an entire lap without having 
some sort of collision, and though bumping into the odd traffic cone 
won't cause as much damage as driving head-first into a wall will, any 
damage needs to be reviewed before you move on to the next course. 
Funds collected can be put towards making repairs, often calling for 3 
bit of strategic planning li.a, if you know you're about to enter a night 
race, the spotlights must take precedence). 
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Power drive if a strange game. To 
start with I really hated it. then I 
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started to warm to it, and though f 
still can't go crazy-bonkers about it, 
there's no real reason to murder it 
(Nice use of the word 'it', mate — 
Andy.). As I mentioned earlier, It's a 
bit of an under achiever m some 
areas, with the music belonging to a 
long-forgotten era, when program- 
mers had to employ weird techniques 
because they lacked the technology. 
The end result is something fairly 
unattractive, that sounds like... well, 
poo really. There are some very nice 
graphic effects, such as the way In 
which the highlights move across 
your bonnet as you turn, as well as 
the skidmarks and weather effects 
(although the lightning would have 
been nicer had it been accompanied 
by a decent thunder clap) but other- 
wise, Powerdrive often looks a bit 
crude and dated. The game's main 
drain is its lack of competition, with 
the single computer opponent just 
whizzing off at the start of each 
race, never to be seen again. Per* 
haps if the programmers had spent 
t*"^ a bit more time on the artificial intelli 

gence rather than 'how real the wheels look' they would 
have made things a bit more fun. There's also a severe 
lack of speed, and apart from the brief n it ro- boost, the only 
chances to get really moving are when qualifying (i.e. with 
no CPU car). Even on the A1200, things are often a bit 
snail some (but that could be because I'm still playing Road- 
kill!}. The night races very nearly killed this game for me, 
but once I'd chucked the contrast and brightness right up 
on my monitor. It got to the point where I could get round 
even if my lights were completely buggered, albeit very 
slowly (and with the guide arrows very firmly ON!). Pow- 
erdrive is ultimately an okayish game, but with no real sub- 
stance Of challenge other than keeping on the road and 
having enough money to repair your car. Sort of good, yet 
nothingy. Try to have a go before you buy It, eh? 
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Until Matt Broughton came to work on The 
One, he'd never even played Sensible Soccer. 
Over the past few years, however, he has 
become one off the single most annoying 
opponents ever. Okay, let's see how he does 
up against the sequel to the most popular 
footy game ever. Git! P W r | 

What is there to tell you with all the general parameters th£T" 
about the Sensible World effect the tournament*, are still avail- 
Qi Soccer that you don't able. Gulp, 
already know? Apart from Frontier, ¥ou can choose to participate in 
SWOS ha* to be one of the most any legitimate competitions, from the 
hyped-up, fong-awaited, enquiry- European Championships to the 
taken, drool-inducing, Record 1 Break- Japanese Emperors Cup tournament, 
er ffwit boing!) of the Amiga's histo- as well as pink any team and play an 
ry To say that the original entire season with them. Then, 

Sensible Soccer was, and of course, there's the 






still Is. something of a 
legend, is to say the 
least. If we were to list 
the number of games 
that we still piay at 
least once a day. even 
two years on from their 
original release, they'd 
lust be the one fella ~ Sens/. 
God bless im 
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careers... 

This is the main sell- 
ing point of SWOS, 
where the humble 
player can choose to 
act as a manager or 
player manager of any 
team they fancy, dealing 
with transfers, injuries, gate 
receipts, bookings, and r er... all the 
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the match 
~ies, players will 
to suffer from 
any hard tackles 
ig thrown their 
. limping andL-— 
denng around 
place. By check- 
nch, you 
has 
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se tfl replace 
should you 
enough play- 
in reserve. If 
■ don't, tough! 
pplei United! 




So, I hear you sing, what's new great things footy managers have to 
pussycat, whoa a whoa a whoa a ? deal with. 

Well, if you're the sort of person that Along the way you'll need to 
plays f riendlies and makes your own change tactics to suit your team, as 
leagues/cuos — not a lot. You can stiH weil as keep an eye on foreign talent, 
create you own tournaments, but of not to mention other dub offers. And, 
course now you've got access to in a very small nutshell, that's it 
about a trillion different teams and There are tons of new features, things 
countries. Yes, in their quest for per- to do, and about the biggest footy 
i ection, Sensi has got just about every database you're ever likely to see. But 
team ever in the game, white the does it do anything tor the proven 
pitch type and length of piay, along Sensi formula? Ah, step this way... 




Right: As In the 
International 
Edition, the ref- 
eree is alive and 
kicking, and 
though not run- 
ning about dur- 
ing the game, 
will instantly 
appear should 
any nasty busi- 
ness take place, 
A new animation 
has been includ- 
ed, which basi- 
cally shows any 
badly-injured 

players writhing 
about on the 
ground In the 

hope of attracting a f r»e kick- Th* r*f li alto of the 'new improved' Euro- 
pean style, and will gladly chuck a. red card at you wherever you may be. 
(Damn. There goes my tackling on the centra spot!) 
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be wondering what's so special about this ".hot, but AHA', 
,. me heading the ball, THAT'S THE COMPUTER! Yes, stunning eh? 
i be honest, this addi a while new element to the game, and the feroci- 
of some of the CPU attack*, not to mention defending headers are 

lite remarkable All of this i 

issibly won't have heard about in a certain Amiga mjg ichortltfj. Five 

jges my arse! *"-- — — 




Below When it tonus to transfers, 
you have million* of options. You can 
cheek the domestic and foreign mar- 
kets at well a* try to poach players 
that aren't even for Mile (if you've got 
the wad to back it up, of course) You 
can go even further by specifying 
which position you're looking for, as 
well as any particular skills, you'd like. 
The computer will then sift through 

the database and present you with 
your options. Gosh, it's so easy I 
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Lett: As wall as the various 
formations from Sensi, you now have 
access to a load more, including 5-2-3 
and sweeper variations. Of course, 
should you wa nt to tweak your play 

tO a mor* personal preference, you 
can make use of the editor which 
allows you to set player's positions 
exactly, depending upon where the 
ball Is, You can then save these tac- 
tics to dittc, of pull them up* during 
the game for those emergency situa- 
tions. Good stuff. 
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Above: tf you leave the game for a 
few seconds after each game (or 
indeed at half time), a screen full of 
Statistics will appear, giving such 
information as possession percent- 
ages, ihoti at goal, accuracy etc 
Needless to say, this Is nothing 
more than a saddo please r, but is 
jolly useful for showing Harry just 
hoW poor ha was in the last game. 
Silly old sod. 
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Having so much information rolling around, Sensl has included the option to 
look at just about anything you could fancy, no matter whereabouts in the 
world it may be. Here. In the Colombian Premier Plvlsiorv Armando Osma of 

Oeportes rolima it currently top scores. This may seem a bit irrelevant, but if 
you're watching things closely, you might spot some future talent. 




As far as the matches themselves go, there are a few subtle changes, 
but changes any seasoned S*ntl player will instantly notice. Apart 
from the colourful crowds and a couple of new pitch types, it all looks 
much the same, but once you start playing you'll notice the CPU play- 
ers clearing the ball much harder, heading like demons, shimmying all 
over the pi ace, and generally being a bit too clever for their own 
good. The passes also feel different now, with some enormous cross- 
pitch passes zipping around. Another major change in play Is the for- 
mation layout. For someone with an imprinted 4-4- Z formation in their 
brain, (like myself) you suddenly find everyone's out of position. This, 
of course, is just a new version of 4-4-2, but thanks to the tactics edi- 
tor, things should be back to normal fairly quickly I Why Sens! didn't 
leave things as they were, ...er, dunno! 
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Above: Helpful f eatures in the 
n«w SWOS include a 'god- like' 
presence in manager mod*, 

that watches over your team 
selections. If you make a 
good decision an enormous 
'thumbs-up' appears, while, 
not surprisingly, a huge 
'thumbs-down ' let* you know 
of any bum deals. You also get 
a tick W CPOSS by each player to 
show whether the player is out of 
position or, ec.. in position, 
Left: Money money money, always 
funny, in a rich man's world. Super. 






Right: Hello I You 
may not have 
seen this In some 
at the earlier 
reviews || wonder 
why, snigger, j 
but a* an added 
presentational 
treat, you get a 
quick line-up of 
the team before 
each match. It 
serves no impor- 
tant function, but 
look, there's my 
mate Platty. 
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Long gone *r« tho» happy-go-lucky days of playing match after match with- 
out a can in the world, now you've got to worry about your teams' health, 
fitness, and behaviour, At wall as carrying any yellow or red cards agaimt 
them, your players can alto become injured, and when you come to select 
your squad, you'll find someone with a red bandaga over them? vpu'll some- 
times be given a specific number of weeks that they'll be out of action, but 
often you Just have to substitute them and hope for the best. 
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Graphically, there's nothing really to 
talk about with SWOS compared to 
Sensi. The menu presentation Is nice, 
while the match graphics are much 
the same as before, with just the odd 
tweak here and there. The new title 
tiine and in-game ditty are welcome 
additions and the new sound effects 
are fine — again, not really making 
any difference to the game, but nice 
to have. The real shouting point of 
SWOS is management, with its 
added problems of injuries, bookings 
and money — and you really couldn't 
ask for a more worthy challenge. The 
manager-only option isn't one that 1 
would spend a lot of time on, and 
even if you try and get really 
involved in tactics and transfers, 
you're never really called upon to do 
much more than press the fire button 
every now and then. Other main 
game bummers are few and far 
between, and the only one I'm really 
compelled to groan about is the 
tremendous amount of time it takes 
after each season to show you every 
result and league table from through- 
out the world (perhaps a 'Crap Off' 
option would've been nice). Mind you, if 
SWOS- is anything, it's certainly one of the most accessible 
and comprehensive football databases ever, with just about 
every global player and team statistic you could ever want. 
If you're looking for a manager-only game, look elsewhere, 
but if you love Sensi, and wouldn't mind more of the same 
with tons of information and the ability to build up your 
own team of George Bests, step this way — this could be 
what you've been waiting for. I'd hoped to give SWOS a 
higher mark, but would by lying if I said I'd been totally 
blown away by it. Still, don't get me wrong, SWOS is abso- 
lutely fab; just don't be surprised if it's not quite as stun- 
ning as you'd hoped. I can't help but get the feeling it could 
have been so much more, but maybe that's because I knew 
what was originally planned to go into It. Even as it is, 
though, it's groovy stuff. 

The game automatically recognises the presence 
of an A12DG, and you'll get extra touches such as 
flapping flags and the spinning 'S' in the comer. 
Other than that, it's all much the same. There's 
no CDS 2 version, simply because you can't save 
enough information. Apparently. 
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OISERI STRIKE 

Pilol vocir AH-M helinpltr iwlittt 
i rulhlen fyraii 

With a Fiery blatl From pur Hydra 
lodbli you uusl armihilak the 
nilifary arsenal. Take oul tank}, 
chemical weapons pLanls, tlnrlints 
and SCUOi. Gil debrielmgi and 
plii millions on AetJild mapi. 
Fkk up Fuel, manage **ap:.n 
supplies and leel Nit power cF t 
modern, mutli-m illion pound aifick 
diopptt. 

Dwerl Strfrc 1- is 4 lr*jcm*rh cl 
BKbimc Alb. 6 1902. 1994 
E>o#nn« Art* Al F4flh|t Rgunwd. 
ElHhgtilC Art* is a ff aiwniini cjl 
ETteCoflte AntbffMKl. 
PuW«h*d un*" lfc#1Se. 
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iurrmcr 1940. The Mure pF World 
War II hug; in Uh balance. The 
{ream ol the German Lurfealre and rhe 
«« ol it RAF art kcaiaaj ami it 
Iheir m«l uwial confnwlatirm ret - 
The Eatlle (A Britain. Over 5(1 yean 
art, (<hi hare ihe chance lo ra-liye Ihat 
famous batik and pbr Iht pari of a 
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LIN at The One's been full of 
surprises in the run-up to 
Christmas. "First Matt (eventu- 
ally) shaved Mi beard off, causing all 
of us who hadn't known him other- 
wise to scream and point fingers; dnd 
then some weeks later he scared us 
once more by growing it back again. 
Harry, always the subject of ridicule 
for his complete inability to play 
games, shocked everybody by beating 
me at 5ero/; and Jo-jo, shortly after 
joining the mag,., er, wore a pair of 
silver 'space shoes'. You had to be 
there... 

Whizz is yet another surprise. Just 
as we were reeling from the sh""- |f *** 
AfortaJ Komoat II, Roaclkitl 
Shadow Fighter, and th 
that SWOS ha? finally m d 
it in for review, a packac 
arrived from Flair contai 
ing this little number. Ne\ 
been mentioned before; r 
for news, previews i 
indeed, how-do-you-di 
and yet Whizz, on first lot 
is rather good. 

Starring Whi«, a 'furry 
magician's apprentice', b 
all accounts, the game' 
made up from ten 
isometric levels, in 
graphic styles. The aim i 
to find the end of each 
" e items you col- 



'Fast', 'prompt' and 'lively' are words which have never been used 

describe Andy Nuttall. 'Slow', J late r and 'oh, hurry up for god's 
sake 1 are, however; but Flair might have just the thing: a quick 
injection of Whizz... 



t — flags, I 

are either t 
ore time/points/energy, 
or to help you crack some 
of the obstacles which 
stand in your way, Each 
level is packed with ene- | 
mies, which follow their 
own little set routes back 
and forth, and a 
"super enemies', if you 
which can't be destroyed 
and merely get in the way. 

I have to say that an jso- | 
metrrc-50 game interests 
me, mainly because it's 

years since I've played one. I was ini «*»» bears mo1 " than a P*"<"9 "semblance, structure-wise, to the ancient 
. ,, „. ^, .. , Specty g.Btie Head Over H«*lt. The floating platforms give it away — but 

tmlly put off by the packaging blurb: „ mp4wd to H0Hr thtf basis for thil nmp is 9n H ^ d „ w .„ as pu „, 8 . sq 

"Whizz is a truly superb, '3D style' ing. So it ends up as more of an arcade game than a puzzler. 




platform game which will form the r— 
standard by which others are V 
judged.' Well, I wouldn't go that far, £■ 
but it certainly seems like a nice ^ ,^ 
game. Let's take a closer If- 1 
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Kindly, the monsters in WhitZ'l 
are colour-Coded depending on 

hardness. If it's red and white, it's 

Invincible and will charge towards you 

post-haste; if it's not, then it can he 

destroyed. When they die. they give 

a mushroom, which is either red 

(collect far added energy) or 

black-and-white (collect and 

lose energy}. So you can't 

just race around: you 

have to think an 
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This Stretch of shark-infest- 
L L d w»it«r ii an example c»f 
the fun gimmicks to be dis- 
covered in each of the *- 

worlds. Whizz sink* down 

to his hat, never drowning, 
but if he swims toward s 
the shark which, like all the 
other enemies., fallows a 
set path, then he'll lose 
some energy. The rocket, 
incidentally, is one of four 
on each level which you can 
launch for .ill sorts of 
bonuses, including extra 
Whine*. 



i 







•www 



mesville isn't, as it might first appear, just for kids. Bouncy Castles are all 
very well and good, but there's a distinctly dark streak running through this 
level, sparked off with the fruit machines that churn out bridges formed 
from coins as you pull the arm. And this great little puzzle, a bit like Brucie's 
Play Your Cards Right, throws a coin onto each stack if you win a higher or 
lower bet, and takes one off if you lose. Get the balance right, and you can 

ich the toys on the ledge above. 




Getting through doors not only requires taking 
a run-up and smashing into them, but also 
you need to pick up a key which is made 
om the 5a me material. A glass key Opens a 
1 ' i glass door, a wooden key opens a wood- 
en door. And, er, so on. 
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I THE VERDICT 

aeawaeaeMaiaiaeaeje^eB^BMMeHeiBaeaeejeaieaieaHejBBBk 
Matt arid I have pooled our old and 

wise gaming nuts together, as it 
were, and despite the souped -up 
graphics and faster gameplay, there 
are two major games to which Whizz 
can be compared. The first, and per- 
haps most well-known, is Head Over 
Meek on the Spectrum; a 
puzzle/adventure with a similar per- 
spective. Secondly, there was an old 
coin-op called Crystal Castles, in 
which you used a track-ball to move 
a bear around a labyrinth of paths, 
collecting crystals. There have been 
plenty of games like HON on the 
Amiga, including HON itself, I might 
add, but to my knowledge there 
hasn't been a conversion of Crystal 
Castles — and all the more applause 
to Flair for approaching it after all 
these years. Whizz, though, is faster 
than the first, and prettier than the 
second — and despite being a stan- 
dard platformer at heart, the isomet- 
ric perspective tricks your mind into 
thinking it's playing something revo- 
lutionary. I certainly wouldn't call it a 
puzzle game, though; the so-called 
'puzzles' aren't really in the true sense 
of the word; It's more 'brick door + brick- 
coloured key b solution', and you know the two will be 
hanging around together somewhere. The only real worry 
I have, and it's a reasonably-sized worry -ette, is that once 
you've seen the toys, enemies and features on the first cou- 
ple of levels, you've seen virtually all of them. Later on, 
when the graphics change, the actual structure of the game 
remains pretty much the same; although the objects and 
characters are disguised to fit in with the change of scenery. 
In some senses that's typical of recent Flair games such as 
Oscar, but Whizz deserves more credit simply because it 
tries to be different. I'm not into awarding brownie points 
for copying games styles, but I'm concerned at the lack of 
3D isometric games in the same vein as Head Over Heels 
and Knight Lore; and Whizz is set to keep me amused for 
some time yet. 





es, there will be an A120G-Specific Whin. Vbs, 
indeed also, there will be a LDii version, 'Both 
will be out by the time you read this, and yet 
we know not what the improvement*, will ho 

letter graphics and sound, at a guess. 
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If you're fed up creating, here's an In-built disaster. 
You'd think the little people would fl«* from this 
beast ie, but a glance at the road shows thf sims 
itiH driving to work. Some people, ah? 



As you can see, signposts are another new feature 
of Sim City 2000- You can name streets and even 
buildings after your family and friends. Alterna- 
tively, you could just type in lots of rude words. 



Here we've had an outbreak of fire. Several, in fact- 
Ifs a shame you can't see It animated, because it 
flickers very nicely. The emergency icon sends the 
police or fire brigade directly to the problem spot. 



Anyone who hasn't heard of 
Sim City must have just 
returned from an extended 
visit to Mars. It's a true classic, and 
I'm sure toads of you have been wait- 
ing for Sim City 2000 with baited 
breath. Well, if you're still alive, the 
wait's over but only if you own an 
A1 200 or an A4000 with a hard drive 
and at least 4Mb RAM. And let me 
tell you, with that kind of system 
specification I was expecting to get 
my pants blown off. 

For the six lucky sods with the req- 
uisite hardware I should explain that 
Sim Oty 2000 comes on three disks 
with a glossy, well presented users 
manual and an Amiga Addendum. 
The manual is clear with simple tuto- 
rials and plenty of diagrams to help 
you understand the games mechan- 
ics. Which Is fine- Moving on to the 
game itself somehow makes you feel 
that something weird has happened, 
and time has slipped into reverse. The 
screen update speed and belated 
response rate to your frantic mouse 
clicking is like listen in 9 to Duane 
Eddy fumble through the wlddly-wid- 
dliest Joe Satriani solo. (Eh? — Andy). 
I even tried it on an A4000, and it 
still crawled along like a loathsome 
siimy thing, The graphics are very 
lush, but... well, call me Mr Picky, but 
: to play the game, not gog- 
gle at it At the 




When it comes to tax, it's best not to 

bleed your little folk dry or you'll end 

up with a riot on your hands, Just 

look at these angry mobs, holding up 

placards and wrecking vast areas of 

your city- Gits. 

start of the game you're offered 
three difficulty levels and four time 
zones, all adding to the games Insta- 
bility if you can keep your eyes open 
during the appalling response times. 
Another irritation is the time spent 
gazing at large black areas on the 
screen. These black-outs occur when 
windows are closed and is a symp- 
tom of the slothful screen update. 

One of the new features on offer 
gives you the chance to enter the ter- 
rain editor and customise your start- 
ing position, Personally, I wouldn't 
bother. The terrain editor is so lan- 
guorous and idiosyncratic as to be 
almost unusable. Another trumpeted 
feature is the zoning system, a 
quick(er) way to lay down your plots 
of land, roads and electric pylons. 
You simply click at the starting posi- 
tion, hold the button down, move to 
your finishing point and [after slowly 
counting to five) release. The com- 
puter will tot up the total cost and 
lay the lot down in one go. Don't get 
me wrong here, this is actually a 
super game. I just want you to realise 
that Sim City 2000 is more sluggish 
than a posse of 
^t^ giant killer slugs 

.,;>' attempting to pull Can a- 
up a big hill, before you 
irt with your hard-earned 
cash. 




The budget window isn't the only way to save or spend your money. All the 
options here have a bearing on the health or wealth of your little folk. Behind 
the window, you may notice that the buildings are missing. This is a handy 
option that allows for easier placement of roads and the like. 









This gives * 
whole new 

meaning to th* 
Ivrm 'going 

under'. Another 

Of the in-built 

disasters is 

flooding. The 

best way to 

deal with this is 

to raise the 

offending piece 
of coastline. 

Alternative ly, 
you could re- 
name your city 
'Venice - . 
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Your industries' tax window allows for very fine control aver exactly what 
gets built in your city. Heavily taxing steelworks discourages this polluting 
business while lowering the tax for media, say, will encourage much cleaner 
industries into town. 



Thrs is your budget win- 
clow, where you decide 
how much of a squeeze 
to put on your tiny sim- 
peopie. Too much and 
they'll emigrate to a 
neighbouring town. Not 
enough and you'll go 
bankrupt. Look behind 
the budget window and 

you'll see the water sys- 
tem. This is another new 
feature, and adds a 
whole new dimension to 
the gameplay. 





Window frenzy! I ! Yes, more than one window can be opened at a time. Here 
you can see population details, the map, the size and placement of your 
neighbours and lots of graphs (horrid things), all available at the click (and 
wait, of course) of a mouse. 
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£34.99 Out Now 



Hard Di'.k Intt.iHntM* 



Memory 
4Mb 




This game was written for the PC, 
and ported across in its entirety. 

Reducing the screen colours to €4 :-^— — ■ ■ 

would have speeded it up consider- pi/U«a«: MAJCIS 

ably without sacrificing the visuals; Jei ? t 

* ** In-house 

after all, 256" colours for this type of *^^^^— *-"— 

. ,, £34.99 Out Now 

game is somewhat gratuitous. It may , 

have also been prudent to use the •*•*• ™* **»*■«• 

Amiga's hardware to manipulate the Wniw , 

windows, instead of the custom- writ- ^^^^^T^^^^^ 

Memory I 0«h* 

ten PC drivers. I'm sure that this 
alone would have made the game 
much more responsive and playable. 
Surely this game is the result of lazi- 
ness on Maxis' behalf. Come on guys, 
we want to see games that take 
advantage of the Amiga's strengths, 
not direct ports from the PC. The 
music is OK through a hi~fi, but a bit 
tinny if played through the monitor. (\m 

It only plays at key points in the — 
game, but I must say, it tends to get 
a bit Irritating and repetitive. The ^ 
reward system, whereby you get a ^^ I 
prize when your number of sim-peo- 
ple hit a certain number, It a great 
idea, really pushing you forward to 
see what you'll earn next. The 
reward, for instance, is a Mayor's h_ 
when your sim-people total 2,000; bu 
won't tell you the others or It'll spoil the surprise* Another 
great aspect is the newspaper. It's fun to read some of the 
silly stories, and the paper gives you clues and pointers on 
your performance. The all-important manual is good, bar 
the index which needs beefing up for those who like to dip 
in rather than read it all in one go. Overall, I've got to say 
I like the game, despite its faults. It's as deep as you want 
it to be, with appropriate default settings for many of the 
special features, for those of you who don't want to dab- 
ble too much initially. I hated it for the first half hour, but 
once you look past the unwieldy control mechanism you 
soon realise why people play it. I'm going to say this one 
more time — Sim City 2000 is slow. If you're the slightest 
bit impatient, deduct 20 percent off the final score. But if 
you're a patient sort of cove it will quickly grow on you. 
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Well, it seems that a non-AGA version of Sim City 
2000 is about as likely as me getting an Alvii TO 
21 in my Xmas stocking. Which if pretty unlikely 
indoad, of course. 
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It's the year 2020. 
The Heui flge meets man's oldest profession: HIM.. 




The Future of Combat is Hoiu. 

In the future pu may have lasers, hnuertanks. and powered armcr, but 
do you haire the skill to command these farces to uirjtory? If it's total 
control you want, ure'ire got It In a turn-based, detailed, create your- 
dm, hex uiargame that Moms out the competition with astonishing 
SDGfl graphics and sound effects that mill rattle your cage 

The standard uiargame just 
got a whole new set of standards. 

Features: 

256 coIot SWGJ4 graphics ! 

Tactical, turn-based hex ujargame ._. * 
'Full scenario builder Unit editor 
14 typeset near future __ 

military hardnrare 
' Fully animated mouement I combat. 
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IF AN 
ADVERT IS IN 
PRINT, IS IT PROPER? 

Most' advertisements are perfectly proper. 

A few are not. 

The Advertising Standards Authority not onfy 
monitors over B5t) advertisements every month. It ensures 
compliance with the rules in the strict Code of Advertising 
Practice. 

So when you question an advertiser, they have to 
answer to us. 

To find out more about the role of the 
ASA, please write to the address below. 

Advert! sing Standards Authority, 
Department X. Brook House, To rrlngton 
Place, London WC1E7E.N, 
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Harry's been a git lately. He says if Andy 
Nuttall doesn't write his irttros, he going to 
systematically slag him off. No change there, 
then. Sob. 
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Frankly, people have a morbid 
fascination with pin ball- Like 
one-armed bandits [or fruit 
machines, as I believe they're now 
called, Presumably because they're 
considered 'armless. Ha, ha) and pub 
trivia machines, pin tables attract a 
vast following of dedicated players, 
and yet they only consist of a few 
metal balls cavort- 
ing around a 
serving tray. At 
least the ban- 
dits and triv 
boxes occa- 
sionally spew 
fc^ forth money, 
^^^ but not pinball, So 
where's the attraction? 
I've got a theory. Well 
designed pin tables fol- 
low the golden rule 
that simple games are 
often the, best. Like all 
the old arcade games: 
<r Space Invaders, Missiie 
'■- Command and Asteroids, 
pinball -.tarts off so simply 
that you could train a mon- 
key to play it, When the ball 
gets to the bottom of the 
table, flip a flipper to send it 
back up again, And, despite its 

mple appearance, it will grow with 
you; and as you succeed you II dis- 
:ower more and more features that 
eep it interesting. 
But for every good pin table, 
there are probably five which 
aren't worth the metal they're 
ade from. It's a design thing; all 
in ball tables are essentially the 
same, but if x mushroom 
bumper, y ram 
and z drop tar- 
get aren't in 
exactly the right 
positions, the game 
won't gei and people 
won't play. And 
that's where Pinbalf 
Fantasies came in. 




Fantasies not only had four well- 
designed tables, but ball mechanics 
which, to all intents and purposes, 
were real, The flippers felt solid and 
rubbery, the dot-matrix score table 
bounced and bounded with in-game 
graphics, And because it's not even 
in the least bit mechanical, if never 
broke down. Just, brilliant. 

And now, from Sweden, comes 
Illusions. Like Fantasies, but with new 
added Multiball, Illusions promises 
much and delivers even more. There's 
one fewer table than last time, sadly, 
but what it loses it makes up for 
with,., oh, I'm sorry. Man's just start- 
ed to write the Mr Slobby review, 
and to keep his inherent hatred of 
Britain's most toilet- 
trousers game high 
in his mind, he's 
put the title music 
on rather loud. 
'Blobby blobby 
blo-Qfobbbbyyyy!" 
God, he's so amus- 
ing. Excuse me for a 
moment. 

Where was I? Dh yes. I love 
Pinball Iftusions, and I haven't 
really played it for very long. 
Pinball connoisseurs will know, 
though, that the real test of a 
table's mettle comes with time. Per- 
haps that's why I know I'm going to 
be up 'til the ridiculously small hours 
for the next few days ..01 
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I'm not sure wh*t tlWH eytS are tor, but they accompany the 
Arrest feature of Law 'n' Justice. A bunch of thugs have escaped 
from the arms, and indeed Transit van, of the law, cleverly repre- 
sented on the 'intelligent' dot display. The city looks upon you 
to... fire metal bails at them. 5urreal, but it keeps it exciting, 
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Like real pin 
t ah I ps, iliu- 
■.itin , ' are 
packed to the 
flippers with mechan- 
kal-ityle features, 
backed up with the 
mock-electronics of 
the dots above. The 
bi-plane is part of the 
sky-diving (see above 
for the results), while 
the little mode' lights 
and the other LEDs 
and flashers signify 
other things, er. hap- 
pening, 



JOIN THE DOTS 

Like in the prequel fantasies, .1 dot matriK-type display hangs above the 
table to show your score, bonuses, and any features which you might 
rack up. It has become for more advanced, though, with every feature 
rtnd bonus not only firing a sound sample of, say, a lady police officer 
radioing from a riot sceoe, but also a short animation illustrating the 
point. There's also some decent morphing sequences in there, which 
t become even more impfevJive when you think of the limitations of a 
\ dot matrix. Clever. 




The tunes are worth a second mention. Law 'n' Justice and Extreme Sp 
are blessed wrftti far and away the finest soundtracks, but even Babew 

has some happen in' grooves., or something. As you would expect, whel 
there's a surf in' theme, the Beach Boys aren't far behind. Or at least, so 
original-ish music played in a Beach Soys styley. 






I THE VERDICT 

First things first: Illusions offers stun- 
ning music and sound effects. The 
Law J n' Justice table is accompanied 
by a stonklrtg soundtrack, more like 
something from Blade Runner than 
an Amiga; while Extreme Sports 
offers the most pounding, driving 
music I've ever heard in a game. Kind 
of a cross between Ministry (American 
heavy industrialists) and Kraftwerk 
(80s Teutonic beat combo). And the 
blips, beeps, clangs and voice samples 
which made Pinball Fantasies stand 
out from the crowd are taken a few 

steps further. We've already seen 
the stupendously good graphics, 
and discussed the huge range of 
features; SO Illusions wins on all 
counts really. Except, er r two. 

One: the loss of a table. I was 
expecting four, as With Dreams and 
Fantasies, so even when the twirling 
shapes of the intro Fit up my telly and 
proffered but three, t was, to say the 
least, slightly peeved. Two: the first 
two tables will be considered, by pin- 
ball nuts, to be too easy. Extreme 
Sports Is rather rock, but you'll be 
racking up the points like nobody's bus! 
ness on Law V Justice and Babewatch, 
However, it's only the same argument which could be used 
for Fantasies — because I found the Party land table too 
easy there, and that was far and away the most popular. So 
it's difficult to fault Illusions, because any gripes which J had 
about the first two games have been fixed. You know the 
things that bug you about pinball* Like the time it takes to 
rack up a new ball; nanoseconds in reality, but seemingly 
hours when the ball's gone down En the middle of a 
125,646,763 high score. And you scream at the telly to "Give 
me my ball back you metal gitl" Well, now you calmly press 
Return, and your ball will be handed back. And Multiball... 
well, since J heard about Illusions I've been wondering how 
they'd do it, and the flip between io- and hi -res modes 
works astonishingly well. Yes, my friends, Pinbali's back. 
And this time it's brought its friends... ^ i 
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L'ASOO, c'est nil points, ja suis, er, afraid. Some- 
thing about the Multiball being too complicated 
for the slower machines, or something!. CD32 
Owners, however, will be receiving their very 
own illusion* in the near future. In fact, now. 




Matt Broughton assures us that he is a man without fear. Of course, we know this to be 
completely bogus, because we saw his trousers flapping while he was reviewing yet 
another chapter of Alien Breed. Then again, he could have just been enjoying it... 




1 



Making good use of the map is marc important than it was in previous Alien 
Breed games, and with all these multiple emits, it"* worth its weight in gold. 
Though not as readily available as in the previous Breed games, there are a 
number of maps left lying in the outdoor areas, and you can also often find 
such items lying around the corpses of dead colleagues. Hleh! 



part from The- Chaos Engine, 
it's hard to think of a more 
co-operative two player job- 
bie than Alien Breed, and what with 
a Special Edition, and the fairly recent 
Alien Breed 2, fans of the game have 
never been short of something to do 
of an evening. WeU it's something like 
three years since the original game's 
release, and reiver Assault is at last 
here. But, Kimosabe, how much has 
I lunged? 

Well, quite a lot a<, it happens 
(guys 'n' gals.} apart from the ever- 
present it Lipid hum. ms Yes. though 
you'd think they'd have sussed the 
aliens out by now, it seems that find- 
ing limbs lying around the place and 
hearing strange burps emanating 
from behind the light fixtures isn't an 
obvious enough clue that some- 
thing's... well, 'not quite 
right'. Needless to say, 
another sad colony has 
been completely wiped 
out leaving the marine 
corps to tidy up, put all the 
socks into pairs, and wash 
the floors. Again, 
There are two new ele- 
ments to Tower Assault 
that actually make it 
much more of a sequel than 
'he, er, sequel was. These 
e, namely, the retreat 
mode, and the 
non- linear path 

through the game. The 
former puts an end 



One of the hardest areas in rower 

AiS,\uft is the scientific tower. Here 
you'll find many of the lads' experi- 
ments, roaming around the -rnrridiir v 
including such delights as big yellow 
fellas, who not only have an 
enormous gun instead of a right arm, 
but can appear from nut of thin air, 

And if you think they're bad, just wait 
until you come across the Predator- 
like cloaked chaps while running from 
an exploding level. Poo pOO-u go-go 
time, methink'.! 

to Andy's patented 'use the other 
player as a shield' manoeuvre, as it's 
now possible to fire while making a 
very fast 'backwards tactical with- 
drawal' (Grrr, let me at em. No. real- 
ly). There is, however an option to 
make your bullets harm the other 
player (but don't tell Andy that!) 

The non linear stuff basically 
means that there's not just the one 
route to the end of a level, and this 
means that Team 1 7 can righteously 
claim that there are over 250 ways to 
complete the game. The effect this 
actually has on the game is to make 
it feel much more like an adventure, 
with messages on-screen telling what 
lies to the north, south, west etc. 
(East, i think — Harry,). 

Other nifty new thrngv include 
new breeds of alien (the invisible 
ones are particularly jiMh hirting' 
along with fresh level styles. One level 
is set in total darkness, and you have 
this crappy single beam torch to help 
you find the aliens. All you can see 
are their spooky, otherworldly eyes! 
Don mummy, t'm scared' 




Tower Ass»ltlt is much more puzzle orientated than either of it* predecessors 
out don't fear, blasting fans, killing alien* still makes Up for dbout 85 percent 



switched -on before a door further on in the level will open. This isn't normally 
a problem, but you da ha^e to -watch Out for all those gittith land mints 
along the way. 



A survivor f As you can proba 
biy see from the thickness of 
the door iibove me. he wasn't 
the easiest bloke to find, but 
with the aid of m few 
coloured keycardt, I've man- 
aged to find Security Chief A J 
Robinson who lacked himsel 
In when the a I tens arrived. 
The Force may he a powerful 
*lly, but it's nowhere near as 
bloody useful as this bloke! 
As we ipeak, he's off access- 
ing some of the security sys- 
tems that have been causing 
me nightmares since I arrir - ' 
Cheers ears! 
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n* piosoing around en* outside levels. 

the alien hordes are the- least of your war- 
ries.. Of far more concern are man-made haz- 
ards such as large minefields and security 
cannons. The mines are actually visible 35 small 
umps on the surface and test your concentration more than anything 
Ise, while the cannons flop of pic} are extremely fast and extremely accu- 
rst*, Once again, it'* th* lev*l d**igns that g*t yew *v9ry tim»! The 'A J 
icon, incidentally, if an invincibility power-up. 




system exists in roiv«-r 
Aiidult in the form of 
Smartcards (shown here by 
a dead colleague — top 
right}. The-se littte darlings 
are scattered all over the 
game area and can be acti- 
vated simply by walking 
over them. It's always a 
good idea to check them 
out, as apart from provid- 
ing general information, 
they often offer hints and 
directions as to what to do 
and where to go next. 




JUSt. tO add tO the variety in Tuner h^hum, lmi> pal ULUim lew d I a (. un ip I t?it?Fy 

un-SreecMike and more of a strategy and patience test. The entire level is filled 
with these test mines, same of which are armed, some of which aren't- You can 

set some of them off, but if you're too near r you'll take damage. You have to 
make decisions about risking health to gat to first aid packages, but walk into 



it probably Jocks (turn up your telly, and listen to those mine* blow!) 
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The aliens appear to 

have become even nasti- 
er since their last out- 
ing, quite happily eating 
human corpses on- 
screen! This is within 
one of the human 
colonies that the aliens 
have already been 
through, and Ft Ain't a 

pretty Sight believe me. 
Mind you, word is that 
there could be some sur- 
vivors over in the high 
security prisoner 
section- Hmm, this ee ,,, * t 
be worth a look,.. 
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I guess what you really want to know 

is whether Tower Assault is simply 

more of the same, or something all 

fresh and sparkly. Well, you can paint mfcgftor Team 17 

me in creosote for sitting on the 

fence, but the truth is that it's a fait of "^^^^^^^^^^^~ 

...... . . . £29.99 Out Now 

both. Like many sequels, or indeed 

sequins, the winning formufa has sim- 
ply been tinkered with, but TA is cer- 
tainly a greater step forward than vuhmim-imm^m 

' ° r Memory Duki 

AB2 ever was. The retreat feature is 1Mb 

an absolutely superb addition, and 
graphically, Tower Assault is a 
vast improvement over the Origi- 
nal with the players' and aliens' 

sprites featuring much improved 
detail and animation, along with far 
more interesting level designs. The 
sound has been beefed up, with some 

extremely atmospheric and down- HK jrJL 

right spooky music, along with excel- 
lent spot FX. Tower Assault also 
features much more speech than pre- ^ 07 V? 

vious offerings, with that silky ■™ t I 
smooth female voice letting you ^- — " 

( „ inn 

know what s going on at various 
points in the game, as well as hinting 
at your physical condition (i.e. "play- 
er one is buggered" etc,} The various 
scenarios also draw credit for playing so dif- 
ferently, making it more than 'just another level with a 
slightly altered layout". Out of everything though, it's the 



£29.99 Out Now 



M.ird Ur-.k ln}ta|!*fe|« 



Joyitiek'Jfjypiid 



m e m o ry 

lVlh 



eiiiiic; 



5 1111 



PLRYR1ILITY 



^ 85% 



IflSTJIl 1I1TY 



I 87% 



-mil 



i jit 1 . 
ill. 



with multiple exit points on each level. Team 17 has man- 
aged to dispense with the linear feel of the original title. 
The split between wasting aliens, puzzte solving and explo- 
ration has been expertly set, and apart from the odd level 
that, like its predecessors, sends you panicking to an exit 
while a timer counts down, you can creep around being 
scared very nicely for most of the time. In dosing, Tower 
Assault is a brilliant finale for is it?} to a classic computer 
trilogy, and a worthy purchase if you haven't bought any 
of the Breed series so far (shame on you). It's also worth 
considering if you've only got the original game as it offers 
plenty of variety and a whole plops-worth of new features. 
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What time do cyborgs get up? Pretty early, I 
reckon. And what do these positronic pit- 
bulls eat for breakfast? Andy NuttaU-on- 
toast probably, with eggs, bacon, mushrooms 
and brown sauce. From his pants. 

If you think about ft. being a well, good guys do that sort of thing 

Cyborg mightn't be all bad — I otherwise they'd be a bit of a big 

guess it just depends which of girl's blouse. And just how many 

your bit? are humanoid and which good guys do you know who answer 

are er, cyborgular'. There must be to that description? {Andy, get thee 



dozens of blokes who must some- 
times be just gagging for some syn- 



town when the mind is willing but 
the flesh is weak. But riot me of 
course. (Andy! You raging sexual 
tiger you — grrrr! — Harry). 

In the case of Rise of the Robots, 
however, in which our hero has a 
human brain encased in a false bod, 
it must he an absolute nightmare. 
Like when you have your leg ampu- 
tated and your bonce tells you it itch- 
es even though it's gone, as a Cyborg 
your brain would still be sending out 
hundreds of messages which your 
body can do sod all about -— like 
telling your non-existent bladder it's 
dying for a wee. or trying to scratch 
your Cyber- bottom. 

Despite these obvious handicaps. 

you as the Cyborg star in Rise must 

persevere because you are the good 

guy and... er... 



behind me, scree-bred Son of Set — 

Harry.). 



way, way in the future, when niceties 
like trees, birds and flowers etc. are 
distant memories. Even the air ha. to 
be artificially manufactured out of 
cabbage, probably, in special popula- 
tion centres where the servants of 
society a re robots , Or are they . . . ? Yes 
folks, the tin cans are revolting! All 
sorts of automatons — from the 
lowly loaders to the sophisticated 
military and bio-simulatory models — 
are laying down their servitude, pick- 
ing up their arms and getting behind 
the psychotic Supervisor - a pretty 
classy lady droid — to wipe out 
humanity. The only way to stop the 
Supervisor taking over the robot- 
making factory and eventually the 
world is to kick robot butt — with 
you as a Cyborg taking on six increas- 
ingly annoyed robots before the final 
confrontation with the morphing 

Supervisor herself. Go to 

v it, soldier! 






The Cyborg's onl- 

special move ts the shoulder charge, which has you slamming at full for 
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button to increase the power, as indeed can many of the moves, i 



Apart from the story mock', In 

which you tackle eath of your site enemies in order, there's 
~S»». also a training mode where you get to jda^-pne of the other 
robots and batter holy hell out of the Cyborg, Here the 
Builder demonstrates his ultra- powerful bottom- bouncing 

bomber jump special move. 



The Crusher's special move is aptly named the 
pincer mincer - no guesses as to which bit of 
you his pirtcur minces, guys! 



A nice twist in two-player mode is a series of super 

special moves which spice Up the gameplay a 

bit. Operational while in mid-play, they don't 

last long, but they include such great toys 

ax Invisibility, which makes you disap- 
pear, obviously; Invincibility, or no 
<■ " v suffering for n while; and Disable 

or Reverse of your 

/*■'' r opponent's special 

moves. 
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Suffering from an extreme personality dis- 
order and more than a small dose of 
schizophrenia, the Builder pile* in to... 
nobody at all. Actually, the opponent has 
become invisible, but it's goad to pake tun. 



The Supervisor, once you finally reach her, is a bit 

of a tough old broad — no easy winning formula 
against her! As well as toeing exceedingly fast she can 
also morph herself into something very unpleasant, in 
true Terminator 2 style, such as the sharpened! instrument 
shown here- Jolly painful! < . 




As already mentioned, most of the opponents can 
be knocked off by trapping them in a corner and 
laying into them with your trusty flying kick. But 
the Crusher adds a bit -of variety by being polish- 

offabie (if there is such a word) Using JUSt on* Of 
your two special moves - the turbo headbutt. 



*» 



in the unlikely event that you should find yourself beat- 
ing the Supervisor, she's not the kinda lady to play fair, Oh 
no! She instead has a nasty habit of melting into a pool of nastinexs on 
the floor, energising, and then reforming herself elsewhere on the 
screen — usually following up with some serious GBH to your person. 






THE VERDICT 



There's no doubt about it — graphi- 
cally Rite of the Robots is the abso- 
lute tops, with amazing 3D-effect 
sprites all with marvellous fluidity of 
movement. It's a shame there's no 
interaction with the backgrounds 
which, although adequate, tend to 
pale into insignificance by compari- 
son. The cinematic intro and cut 
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screens are really cool too, incidental- —" ' ■" ■ ■ ■ ■ ! ■■' ■■;■ -'" 
* Memory Di-sks 

ly. But, at the end of the day, these ' 

are nothing more than 
attractive window dressing. 
We've waited a long time for Rise of 
the Robots — the developers 
declared ages ago that they had the 
look they wanted, but the gameplay 
wasn't up to scratch and they weren't 
releasing it until it was. Good grief, 

what must it have been like before? ]U/> 

Once you've got over the mouth- 
watering look of the game, and start 
getting to the meat of the gameplay, 
you find a multitude of flaws. For 
starters, there aren't enough charac- 
ters — play the game on the easier 
settings and you just have to 
plough through them all again on 
a slightly more difficult setting 
before facing the Supervisor. Except on 
'Hard' level all but the Supervisor and one other oppo- 
nent can be slaughtered by trapping them in the corner and 
inflicting repeated flying kicks (this is even true of the two- 
player mode), casting a huge question over the Instability 
factor. And the special moves — although impressive — are 
too few all round, There are some excellent touches in the 
two-player mode Such as invisibility, invincibility and a 'dis- 
able special moves' option, but even graphical treats like 
shadows are badly designed and tend to melt into a pixiJ- 
lated mass when they fall on the opponent. I tried hard to 
like Rise of the Robots because it does look so damn good, 
but although I did derive some fun out of it, it was short- 
lived. If you're really gagging for a beat 'em up go for Mor- 
tal Horn bat II instead — it has more characters, more 
moves, more I a stability and tons more fun. 



Surely you must hove played the A500 demo on 
A3/vUU last month's cover, non? Ah, then order a back 
. . issu* tjjow. But yes, the story is th.it .in A50O 

iriTMiin but m-ithfi will hi' ,i\ Ljmid .ts Ihiv 



E V I E W 




Me and 'The Sausage' like 
going to Puxford. Pop 
along on a Sunday and 
you'll probably see a Corsair, a Zero 
or a Messerchmidt beating up the 
aerodrome. Even when the weather 
is not suitable for flying, they still 
wheel their precious charges out on 
to the tarmac and test the engines, It 
was on just such a miserable day that 
The Sausage' beard his first Rolls- 
Royce Merlin. We'd been watching 
them trying to start the Hurricane for 
20 minutes and frankly. 
we were getting a bit ^* 
bored, when with a f* 
splutter the 'HurnV barked 
into life (firing on about half 
its cylinders) and everybody 
cheered, The mechanic teased 4* 
open the throttle and as the 
Merlin gathered power, 
the sound of it changed 
from a sort of crapulent 
pre-war tractor into the most gor- 
geous and beautiful thing in the uni- 
verse. Ever. 'The Sausage' gave me a 
brand new and slightly sillier version 
of his, 'I'm going to throw myself 
off the top of this big climbing 
frame and you catch me, okay?' T 
grin and wiggled his eyebrows 
in a special six-year old 'Bloody 
Hell Dad!' kind a way. You see, 
Rolls Royce Merlin and later 
derivatives (like the Eagle), make the 
sort of engine noise that you feel — 
in your pants, as Matt would say. 
When you've heard one, all other 
petrol engines sound like lawn mow- 
ers. Anyway, the wash from the pro- 
peller made us cry, and we 
couldn't hear each 




The plan is to tie lots of bot- 
tles of beer and sausages 
onto this enormous length 
of string, climb to 40,000 
ft and lower it into the 
middle of the Hun 
formation. Then bang! they 
all collide. Harry Attrill 
is in a tail-slide. 



other shouting 'Wowl' and so The 
Sausage' took the only manly course 
of action. He grew wings and raced 
around the grass, laughing. I'm afraid 
I was too self-conscious to be a Hur- 
ricane", and just joined in the laugh- 
ing bits. When they finished testing, 
the silence seemed almost as loud as 
the din of the engine. I dragged him 
around the remaining exhibits, half- 
heartedly — the flight control rooms, 
the billets, the cinema shows — but 
nothing could compare to that awe- 
some demonstration. We talked 
about it for days. We invented a 
Who Can Sound Most Like a 
Hurricane in The Bath' compe- 
^f tition, which I only won 
* because I'm 30 and can 

regularly dredge-up more phlegm. 
Over/ore/ then. Sounds a bit like a 
washing machine, plays like a Sunday 
afternoon at the launderette, reading 
quite an interesting book about aero- 
planes. The first thing I noticed was 
that some of the best aero-engine 
noises in history have been lovingly 
castrated for your disappointment, 
and that the RT voices from Reach 
for the Skies have been cut. Sec- 
ondly that you can no longer play 
as Jerry; and lastly, but no 
C means, er, leastly, that bar- 
ring one or two in-game frip- 
peries, Overlord is more of the 
*■" same from Rowan, only its 
1944 and we've got the Hun 
on the run. 'Defence' has therefore 
become 'Offense' and to dog-fighting 
one can add several new mission 
types. To coin The One 
Squadron cliche, er.. 
that's it, $£) 




The many briefing sections in Overford ate excellent, packed as they are with 
more mouthwatering detail than a tramspotter's sandwich-box. The manual 
too is heavy, and should be lifted with caution. It's crammed with bumf, and 
includes eye-opening hi ntsfrpm famous aces. 





Same of you will not care that the patchwork-quilt 
of the English countryside* has been rendered at 
gooseberry puree, or that buildings look like 
shapes extruded from Mr Blobby's (Slobby. 
blobby, blobby!) own pendulous chaps, 
because the planes look nice in a Dinky sort 

of way and the cockpit detail is fab, 
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Another 5u«ep, S«nt we Ins 
jflii that it s a jtwl jib tUit 
Lugn-flfllWu h*5 £-3 iflyj -to 
9*t Ira lytalrths. tc^thcr. Ht 
wiMrft a« it *vrinj ike Battt* 
«f Britain. 

First day at Twjrw*. LucKily, 
I tunc teen iff^ntd to « 
flvstqns sqv adroit. 

It is gwd to »t iU thtifc 
Frieftdlies arovn* yov. It's 
different frtn the BflHls of 
Shtrii. 



Early entry in my war diary, which, looking back, 
was madly ironic. Because in my humble opinion, 
Reach for The Skies. Rowan Software's Battle of 

Britain game, is arguably batter and at least as 
good as Overlord. To a huge extent, it's more at 
the same — which is, of course, no bad thing. 



""WtirwH. Ginger 's"ju 4 

bought it," 

"I say, poor show?" 

Yes. Of count, we u*u,i|ly t\W% 

*a_ri Grey ' 




Overlord uses exactly the HIM engine noises as Reach for the Skies but has, 
disappointingly in my view, cut the RT chatter. And contrary to what it says 
here, my Spit sounded like a groggy bluebottle, farting in a milk-battle, In 
the fridge. Next door, But one. 




BALLET IN DISGUISE 

Despite appearances, air-to-air combat can b* duller than Swan take, 
particular encounter with an FW190 wax inconclusive because both pilot* 
fell asleep at the controls. Between naps I let the squarehead gat P^' 
cm) my tail just to show you Rowan's new 'combat lock' facility 
which, visually at least, keeps you er... locked in combat. 

... and who will loom 
triumphant from this 



Will the hunter 
become th* 
hunted...? 



dance of dea4h 
4 ' 




I suppose that on the whole, Over- 
lord looks pretty good and works 
quite smoothly on the Amiga,, There's 
bags of detail and plenty of nice peri- 
od touches, though of course all the 
lovely PC Gouraud shading has been 
shot down in flames. Theatre and 
local air operations in the run-up to D- 
Day have been meticulously copied, 
and there is a flavour of realism about 
proceedings, from the moment you 
report to your new squadron as a 
greenhorn right up until you get 
into your plane. It's a poor show 
chaps, but from then on In 
Overlord is a bit of an under- 
achiever. If you like flight 
sims, you'll love the inter- 
minable pixel chasing and will 
doubtless also be slobbering at 
the thought of bombing airfields, 
bridges and train-busting etc. But 
while the scenario and all the missions 
in Overlord are new, once airborne, 
the game plays almost identically to 
the rather ripping Reach for The 
Skies, {now back from leave at a bud- 
gety £ 14.99) despite Overlord's 'com- 
bat lock' facility which, I'd suggest, only 
connoisseurs will appreciate. There's an 
'accelerated mode' which allows you to fast-forward to th 
od bits, and a 'Scramble' option which Jets you bypass 
e strategy, but as both these options also appear Jn the 
earfier game, (which incidentally has more planes for you to 
fly) Spitfire virgins can get as good a ride at half the price 
with RFTS. Okay, if you're a bit of a Biggies, then the 
deadly Mr Molders himself would be hard-pressed to 
dissuade you from essaying the pleasures of own- 
ership, so I'll say nowt more; but personally I'd like 
to see this sort of game pander more to the rmag- 
p i nation and less to the flying training manual. Over- 

lord is engaging, but it isn't fun, It doesn't make 
your palms sweat. If you want to know what it was 
really like to fly a Spitfire, read Richard Hilary's The Last 
Enemy, or hop over to Duxford on a flying day. 
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Overlord kangaroos a fair bit on lion AGA 
machines, as the screen updates rather jerkily 
The disk swapping, however, is not too bad. 




Look out pantomime-goers, it's a huge unrealistic brown horse, and it's going to eat you! 
Not really, it's just Andy, Matt and Harry looking back at the year from inside a big sack 
because they've completely run out of ideas. Ah, but which one is the arse? 
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rm... strange year lhat for The 
One, eh? In the space of U 
_ months I've gone from being 
the newest member of the team, to 
being the only original member left! 
This time last year a certain fat and 
tally red-faced mar* (who really was a 
treat) was editing the mag, while a 
balding and bespectacled young chap 
(Simon was His name, I seem to 
remember) ran along behind him 
picking up the cake crumbs. A certain 
luuverly lady by the name of Jenny 
was busy editing items of art. and 
some fella with a goaty beard was a 
Staff Writer. Though the first three 
mentioned have moved on to better 
things (a PC mag, a PR job. and bis- 
cuit boxes, respectively) the fella with 
the facial hair has, in ihp short' spaa- 
of 1? months, managed to change 
his title to Reviews Editor while doing 
much the same thing. Er. .. that's me, 
that is. 

We had new arrival in the form of 
old fella' Harry who, though spend- 
ing his first few months using far too 
big words and annoying everyone by 
changing their copy for no apparent 
report, na4 settled in very nicely, and 
even taken an important role in the 
actual writing of the magazine, let 
alone the production. Andy Nuttall, 
however, is still surplus to require- 
ments, but we're working on it..." 



I 
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TOP OF THE PLOPS 

Games I hattd, but other people 
rated. 1 .) Vjlh&ttn ("It's in my 
pocket." Need I say more?) 3.) 
Wild Cup (Just hold the joystie 
left ar right and press fire. Oh 
y*s, great fun.) 

3.) Empire Soccer (It'* too weak 
for football fans, and too pappy 
for anybody else,) 4.) Stardust 
(A sluggish and clumsy Aster 
oids clone hidden behind pretty 
graphics,) 5.) ffafman Returns 
(Make the dark Knight look like 
a nob? If any one can, Gametefc 
can,) 



THE CLUE 

Qo-er, I got into tons of trouble with 
a certain policeman for enjoying this 
a bit too much, not to mention sug- 
gesting that stealing was fun. I was, 
of course, referring to this interesting 
adventure/strategy game, but the 
rihir ['mentioned person in blue failed 
to understand... There's nothing 
vaguely like The Owe for comparison, 
and it remains the most original con- 
cept I Ve seen all year. Starting off as 
ri vm.ill time pilferer, it's down to you 
to move up the ladder of under- 
ground crime, plotting, planning and 
carrying out varying acts of 'naughti- 
ness'. Brilliant stuff. 




K240 

The first game that my parrot-like 
comrade, Harry Oldtrill Esq. looked 
Over my shoulder at and proclaimed 
"I like that", K240 is one of those 
absorbing games that manages to 
keep your interest by adding new de- 
ments at just the right speed. It also 
allow*, you to claim asteroids and 
then change their names, This led to 
much hilarity, as asteroids such as 
'Dog's Bottom', 'Pants' and 'Hippy 
Floppy' appeared at various desks 
around the office. Mine and colonise 
steroids, while attacking aliens as 
they try to do much the same, If only 
you could talk to them, though — 
now that really would be something 
special (Wise wards, mate — Andy). 

ROADKILL 

Raadkitl grabs you by the pants, 
swings you round in the air, and then 
shouts into your left ear while playing 
the guitar like Mister Edward Van 
Halen in the other- Simply the most 
atmospheric racing game ever, with 
crunching effects and stonking ion- 
ics. Probably about the best-scoring 
'simplicity verses longevity' game 
here, injecting a new serum of life 
into the flagging, limp body of the 
top-down racer. Never mind your 
Micro Machines and Ovc-rctrivc-s. this 
" 'finite purchase for any self- 



respecting (1)32 owner, 

UNKNOWN 

Another of those rare games that I 
still play, even after weeks ol review- 
ing. UFO, like K240, succeeds due to 
its pace of reward; the more time you 
invest in the game, the more toys it 
offers you. With a large selection of 
scenarios, aliens and weapons to 
encounter, UFO ultimately offers 
long-term enjoyment; even though 
suffering from a slight 'speed' prob- 
lem. The game is a must for fans of 
Sabre Team or caser Squad, Good, 
solid strategy. With big guns. 

PGA EURO GOLF 

Tar and feather me for en,_ 
'boring golf game' but I bli 
well did! Having been unimpressed 
with Ocean's previous golfy offerings 
earlier in the year, they laid an abso- 
lute corker of a game right in the lap 
of Sir Horatio Attrillius, and I was for- 
tunate enough to pull his pants down 
on a regular basis (this, incidentally, 
is The One speak for giving a good 
thrashing to' which, on reflection, 
doesn't actually sound much better 
than pulling said pants down.) Any- 
way, I had a jolly good time, 

GUARDIAN 

I actually missed out on this one 
because I was on holiday, but i cer- 
tainly did my best to make up for it 
when I got back; playing it for a cou- 
ple of days solid (and then hiding it in 
my drawer!). I was a big fan of Star- 
wing on my mate's SNE5, so to get 
something just as good, but less 
restrictive, was a right old treat, 
Admittedly it suffered from the odd 
touch of slow-down, but to receive 
this sort of console sque joy on an 
Amiga was a real Bronx cheer. Hur- 
rah! Ander... Vowsa! 

ALADDIN 

An absolute masterpiece from the 
master-rneister John Twiddy, Aladdin 
showed the consoles that they 
weren't so clever after all What ever 
they can do, we can do (apart from 
the things we can't, obviously). Silken 
animations and dreamy tunes took 
the Amiga to new heights of plat- 
form joy, and with some damn chal- 
lenging level designs, gave the games 
player something extremely playable 



as well as attractive. Also responsible 
foe Simon singing "A whole nt 
'"very loudly, 

nvEF ACTOR 

Not everyone's tul of tea I kn 
I personally found this Lost \ 
Lemmings y offering charming in the 
extreme. There are only a few games 
that really warrant a good brain-bust- 
ing, but with a clever mixture of both 
platforming and mental agility, Sene- 
f actor offers many hours of head- 
scratching (and I don't mean that it 
comes with a free tub of nits). 

PUTTY SQUAD 

Another John Twiddy production. 
Putty Squad caught me quite by sur- 
prise I'd seen bits of Ihis puzzler/plat 
former earlier on in the year, and 
really wasn't looking forward to pro- 
ducing a four page review of it. But, 
lo and behold, it was actually abso- 
lutely fantastic I Packed with quirky 
graphics, cute tunes, and tons of 
gameplay. Putty Squad managed to 
surpass the original Puffy by many 
miles. With several hundred levels to 
wade through, all featuring diff 
enemies and graphical styles, i 
Squad scores top marks in the v 
for money stakes. Essential stuff 



I Putty Squad... 
•suntial blue stuff. Jq - 



PINBALL ILLUSIONS 

What can I say? Though some people 
seem to have a problem with only 
three tables in this package, I don't 
know how anyone can complain 
when the quality is this high. With 
some brilliantly thought-out tahles, 
not to mention the excellent sound 
FX aind in-game turt«s r Illusions has 
set the new benchmark for computer 
pin bail games. With a few more pin' 
games on the way, it'll be interesting 
to s<>c how they compare against 
21st Century's multi-ball routines. 
Good luck, suckers! 
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n eventful year, then, 1994 
. My New Year's resolution 
-A were somewhat marred by 
an involuntary job-shuffle, from the 
world's biggest Amiga magazine 
(work it out) to the world's biggest 
ST mngazirte (work that out too). For- 
tunes changed by way of a chance 
meeting with a balding similarly- 
bespectacled chap by the name of 
Simon Byron in the b,ir at ECT5 some 
months earlier. I stood him up for a 
drink after the show, but finally met 
up in the next one six months later. A 
quick phone call out Of the blue-, a 
covert interview with said Lord Byron 
and his chubby erstwhile editor, and 
there you have it. So, kids, if you 
i know the quickest way to 
an editor, get yourself down 
to a bar. and talk to the first person 
you come across. 

Actually, er, don't. I mean, look 
what happened to me., getting to 
work with the old man and a guy 
with a curious propensity for facial 
hair. And r indeed, spare a thought for 



minute you're just another face in a 



and the next some bally rotter quits 
to head up a software company, 
employing Adrian Cale in the process, 
Baa luck, old boy. Suddenly bingo 
bongo, you're the boss of Com- 
modore, the star of a special The One 
photo story, and the world's eyes 
{and the Amiga s future) suddenly 
rests on your gently perspiring shoul- 
ders. And, the chances are, all that 
started in a bar. After all, most things 
do. Remember, guys, alcohol makes 
you fat, bald, bearded, boggle-eyed, 
sweaty and Welsh, and blesses you 
with a poor taste in clothes. That's 
why I avoid it, of * 

ARCADE POOL 

A curious choice, perhaps, but prob- 
ably the first great game to be 
released first-time around for under 
a tenner. Not even attempting to 
compete with Mr MacLean and his 
snooker-loapy-nuts-are-we 3D pool 
extravaganza, Arcade Pool is a 
straight, top-down coin-op style 
ganM with great bafl movement and 
A12D0 enhancements. It's like a III 
Ihose games for the BBC Micro and 
Commodore 64 should have been, 
only better. Throw in a bunch of com- 
puter players with skill levels to give 
Paul Newman a run for his money, a 
whofe range of tournaments and 



rules, and suddenly out pops a whole 
evening's entertainment. Where once 
there was only a blank <ii«Jr 

BANSHEE 

I fove games that . , 
early to mid-80s, when gam 
yarnes and we loved them for it Ban- 
shee on the CD32 leaps back in time 
to the days of 1942 piloting a small 
prop fighter in a one- or two-man 
war against the ground and airborne 
aliens. It's got souped-up graphics, a 
stonking soundtrack and < 
smooth two-player mode. B. 
couple of controllers, and it's like Fop 
Curt all over again (but without the 
sick down the hack of the teNy). I tell 
you. when Susie from Core delivered 
this baby into my waiting hangar, it 



d(ia 

, as near to perfect harmony as 
you can cjet with one of those horri- 
ble plasticky things. 



my waiting hangar, it ing for this lit Hi 



d in, from 
lo perfect harmony as splendi 



BENEFACTOR 

Old &en E Factor never quite got 
recognition he deserved, except in 
The Onp, < 

gle of programmers with a pedigree 
stretching back to the kfffer combo 
Ptnhati Dreams and Fantasies. Every- 
body believed in it, until review urn* 
when the press turned its collective 
back and shunted the poor game, 
sobbing, into the siding of medi- 
ocrity. Not me, though. It's a slow, 
thoughtful platformer, it's a great 



cuteness. Its one downfall is that it 



jumping, but hey, I can live with that. 
If you can too, join me on a Benefac- 
tor crusade, and let's get the little 
blighter back on the shelves where he 
belongs. 



than in the off ice — 
the proud possessor i 
A500, an even greater 
achievement than the original. And 
whJt gets me is that it runs faster 
than the A1200 one did 1 One of the 
very few games I still play, months 
after the review and I can't recom- 
mend it more highly. 

ZONKED! 

It's difficult to describe sharing one's 
hobbies with Harry; but imagine 
working in an office With a Strange 
hybrid featuring fJr Simuel Johnson, 
Winston Churchill, the Marlboro Man, 
and a mannequin from Millets' win 
low. See what I mean? All the more 
strange, then, when we shared a lik- 
ing for this Rttle puzzler which spilled 



from the letterbox one particularly 
splendid morning And when a game 
arrives unannounced, it's not likely to 
any good, to be honest. I've never 
■n Hazza so taken with a game, 
ough, and hence the will to suc- 
ceed doubled as wo battled with 
switches and magnets and huge 



. This is. indeed,, one o* my 
■ things. Er, s 



real life, It's just plain silly to suggest 
otherwise. I mean, I grew up with 
two older brothers who used to roll 
me down the Stairs on a regular 
basis, and just look at me! And they 
never played yory computer games. 
Mind you, they did fall down and 
worship Sat^n oeci! 

RUFF W TUMBLE 

Without a single word of a lie, the 
firirst platform game I've ever played, 
Forget the technical wizardry of par- 
allax scrolling, cast quarter-pixel 
stroll ing from your mind this very 
moment, for I have seen the light 
and it is Ruff Rodgers. Gorgeous play, 
thumping, pumping, er, rumping 
music and a cast of enemies th,st Ray 
fiarryhausen would consider pretty 



smart. Let's play a little game: how 
many platformers can you think el 
that really blow the pants off the 
consoles, and yet are never likely to 
see the light of day on anything but 
the Amiga? Exactly Buy this now. 



ffutf... right 

up our .lllry 
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THEME PARK 

I'm glad that I was the only un 
play Theme Park for any length of 
time in The One's office, because I 
really would have got sick of ' 
fating ly catchy ditties and the cries of 
'Aww. look at his Irttle balloon' every 
five minutes. Honestly, I was like a 
child with a new toy (a fitting 
description, actually), but I'm over it 
now, Instead f play it at home, rather 



IMBALL ILLUSIONS 

Pinbati fantasies the game responsi- 
ble for more hours lost in a place of 
work than any other, (except Sensr, 
of course) has at last been succeeded 
by the promise of Multifoall. high-res 
screens and three exciting new 



table? Well, no but given that at 
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make the ball move, you see that it 
couldn't really get much better. 
Either that, or I'm stupid. Yes. Excuse 
me, I have to go to the toilet now. 

ROAD KILL 

Talk about a game arriving in the 
post completely unannounced rind 
then getting put in the CD32 and 
then browing us all away! Yes, talk 
about that! RoadkHl's. like the best 
Chriimbo pressy ever; you didn't ask 
for it, you didn't want it, but by God 
■'-e going to get it whether you 
or not. And. er, you will. Give 
all your other CD32 games away to a 
Christmas charity (like the 'save David 
Pleasance from the gutter' fund), 
because when you get this little 
beauty revving your engines you 
won't want to stop for anything 
ping, of course And 
.h, Or perhaps some tea. 

MORTAL KOArtBAT II 

The game which c.uisrd ,i|i tlv 
uproar with the moral minority final 
ly makes it to the Amig,i. am 



damned fine it is too, Sure, 
blood; certainly, there are scenes of 
gore; but it's equally convincing that 
the clued-up kids of today can differ- 
fntiiit.: between stabbing, killing and 
maiming on a screen, and doing it in 
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Meed I say more? Okay, \ will then. 
II s like, well, the biggest thing ever, 
really. All the teams in all the coun- 
tries iii all the world, and it even 
walked into mine. Flint that is, in 
North Wales. Where Ian Rush comes 
from, if you're interested, although 
obviously his talent didn't derive 
from growing up in the area, because 
I'm a complete Spa z mo when it 
comes to real footy. Put a stick of joy 
in front of me. though, load up SWOS 
and it'll keep me quiet for hours. 
Maybe that's why Matt and Harry 
keep giving it to me,,, 



POOOOOOOO-EY! 

Games I slagged, while the PR 
blokeys bragged, 1 J .Prey —An 
Alien Eneatmter: the first, and 
worst, game I reviewed for The 
One, Z.) L .1st Action //tro: loose- 
ly based on thu film, i.e. wood- 
en. 3.) Charlie J Cook loosely 
based on a goad game, Very 
loosely. 4.) Batman Returns... 
and then buggers off again, 
pretty Sharpish. 5 .} Oracute: it 
sucks, Poo, 
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reelings little kindlings. When 

I beamed down to The Planet 

J One (with a bang, a flash and 

a whiff of Wright's Coal Tar soap! 

from the kittenish portal* of the Star- 



ago, I confers th.it I thought all corn- 



Boots but if an enlightened relative 
were to slip any of the following lit- 
tle smashers into my testive foot- 
warmer, I wouldn't half be? surprised. 
Pleasantly. Merry Crimble I'm a great 
big grumpy old Hector. 

V M 

K240 

I never actually played K240 which, 
interestingly, hears the same serial 
number as my modern translation of 
Magna Carta (available from all good 
HMSGs). It was the first gameoid, 
however, about which I remember 
thinking, 'Sirrah, J wouldn't mind get- 
ting my hands around your asteroids 
my sweeting!' And so I pestered Malt 
for ages with loopy suggestions 
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devil's own doggy derriere. Now, of 
course, my views have modified 
somewhat and I have become more 
discerning. For example, now I know 
that beat-'em-ups are merely silly 
That platformers are pointless exer- 
cises featuring some of the most 
cretinou sly jol I y corrip ut er-generat ed 
tunes (1 refuse to say music), ever, 
wever, pever, in the history of the 
universe, with the possible -exception 
of Bronski Beat. On the other hand 
RPGs and strategy stms are produced 
exclusively for sad train spot ting Celts 
with great hoggly eyes, or possibly 
pale students who have to dye their 
hair black and we* in their trench 
coats to make themselves interesting. 
This leaves 'God Games' (sort of 
cyber-lego). Puzzlers ( and particular- 
ly ZonJted.'}, Games With Aeroplanes 
In Them, (where is bloody Dawn 
Pafrof? I want to buss its shimmering 
rotary Le Rhone!) and Sens', at which, 
as you all know, 1 am pretty hopeless. 
The predominance of crap games 
in the market plate doesn't bother 
me overmuch, as theie is no reason 
why 'good' games should exist in the 
majority, or even prove to he most 
popular with you lot. Indeed, it is 
much more likely that good games 
should make up the minority of 
releases and that bad games should 
top the charts. Think about it: most 
TV programmes, most books, and 
most records are generally at knowl- 
edged to be utter tripe and il stuff 
like ftfoeJ's Arse Party, Edwina Currie's 
House Party and Take That's er, 
'Party', can twinkle from the top of 
their respective trees, it should come 
as no surprise that a wobble- bottom 
like Kick Off 3 can squat balefully 
over the Amiga chart for months on 
end. We do ourselves no favours if 
we pretend that Amiga games are all 
fab just because we are worried 
about censorship or the parlous state 
of Commodore. To put it another 
way, and indeed to talk about some- 
thing else entirely, my Chrimbo stock- 
ing will be all-of-a-bulge on Xmas 
\ morning with vile ties, ghastly 
\ socks, hideous monogrammed 
1 hankies and cheap toiletries from 



aliens were likely to attack, how to 
ke ep his people Happy etc etc. This is 
because J am a sad old git who per 
ceives I hat there is more than a jot ol 
educational value in these 'ere 'god 
games' as well as jolly fun. Sim City 
2000 inight be dishearten in gly gluti- 
nous and creamy but this. The 5ef 
tiers and Theme Park have been 
instrumental In changing the way I 
think about games. And can I have 
my money now please, that nice Mis- 
ter McKeuitt? 
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PGA TOUR 

A bit difficult to swallow this (the 
■ ".mual sticks in your gullet), but PGA 
is a brilliant multi-player game that 
the whole family will treasure. From 
the depths of a porridge brained 
Scotsman, through the desires of 
daggle-breath'd orthodontists, 
comes a game for you to begin 
wobbling the mock- 
tudor ladders i 
social-climbing suburbia, 
er... with. PGA Euro Four is 
a revolutionary force that 
will change the social fabric of a 
nation of sporting snobs. Gobblede 
gook, and m ore's the pity, but PGA is 
the perfect way to wile away the 
stodgy afternoon lietween Christmas 
lunch and the turkey & bread-sauce 
butties, (Branston optional! — partic- 
ularly if it's a toss-up between tfidi- 
sim Jones and Crirrty Chitty Bang- 
Bang on the telly again 



PGA Golf. 
lovuujmii thing 

gad wot! 



SENSI, SWOS, ETC. 

I don't care if people think that we 
suck Sensible Software's toes, the 
fad of the matter is. that these 
games are the best-ever -garne-type- 
of-game, to exist on the Amiga, All 
other fool ball games grovel at the 
foot of the Neville Ownden Midland 
Combination, while Senii struts it-> 
tiny stuff at the head of the Premier 
League. I may not be very good at 
this game, but by Brian Little I want 
to be. and anyone who is sad enough 
to program an AH Time Villains team 
{Gary Shaw. Gary Shaw. Gary Shaw) 
into their personal copy, deserves to 
improve enough to beat all comers in 
the next World-Cup. Well, Andy any 
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Holte End by the by, my lump kins, 

REACH FOR THE 
5KIE5 

in the continuing absence of Dawn 
Patrol (fercht oder getrocken, die Her- 
ren Rowan?) and because I'm desper- 
ate to grasp a re->ponsive control col- 
umn again, I have selected this flying 
thing for your delectation. In case 
you are in any doubt, let me say once 
and for all that I lick aeroplanes. Dry, 
So, out of its hangar for Xmas and at 
a Dowding-frit'nHly price too, by 
Leigh Mai I cry 1 , I reckon RFTS per- 
forms like a Spit in a victory 
plays as well as Overlord i' 
the dog-fighting you'll be wi 
try, Mister Harry, sir. So if yi 
cockpits, try vaulting into this one 
,tnd yelling 'Contact!' you may 
■>mash the box, but you'll be in for 
hours packed with barrel-rolling inci- 
dent, you would-be 'terror of the 
skies', you. 



ZONKED! 

A completely new experience , 
this, a puzzle game. The only thing 
disliked about Zonked! was the mm 
game character a young m.m tl,> 
in the uniform of adolescent Amei it. 
■ ,i country from which much that is 
artistically shallow, morally naive and 
wholly tasteless between a bap, is al 
too frequently imported Wearino 
baseball caps back -to-front is not 
clever Mr Scousy Psygnosis, but then 
these days I s'pose the odd fleck o* 
Yankee lickspittle on your napkin is 
preferable to the great glistening 
gobbets of green euro-phlegm which 
drop into our laps courtesy of our 
partners in Brussels. Totally brilliant 

_*_*« U.» *U« i».t.i, n.wl <* ,,- + ,,. L_hinnl 



tangy change after The Daily Tele 
graph crossword. 



Whither art thou, my 
lovely Dawn PafrofFl 



JETSTRIKE CD32 

'Drop the bomb, drop the bomb 
rop il'.- bi inib drop I hi? bomb, dm: 
e bun ib anywhere'. Arse lyrics 
ecrable soundtrack, but, when the 
n sinks like a flaming peach into 
the dapple-down west, quite a nice 
garni' after all Once you've sussed 
out the joypad. Jetstrike is ideal for 
anyone who used to hang their 
brother's model aeroplanes from the 
washing line and shoot at them with 
his air-rifle. Graphically quirky it may 
be, but tetsirike puts me in mind of 
arcade games from the bygone age 
of steam and thickly-buttered crum 
pets, and there are enough missions 
to keep the Vatican supplied with 




If proof were needed that some PD 
producers frequently yank down the 
silken culottes of the bigger Softies 
and thrash their blobby (pun intend- 
ed) behinds, then here it is. 



Corkscrewing and swooping two- 
player action in dimly lit caverns and, 

er some other dark and tricksy 

places, as you control a jade coloured 
hat-shipling and let fly a I your evil 
opponent (Matt usually) wilh sparky 
homing missiles, Big fun, small price, 
,md whopping, great, long, foul 
smelling (iij.uillos all round. 



WELCOME TO 
UNCLE HARRY'S 
HELL PI RE GROTTO 

Hi, come in. Have « wander 

round touch, if you dare. 
There's the mind numb ingly 
tedious Imposiiblp Mission 

^OJS, which won my Game 
Which Looks, .nn<l Pl.iys Most 
like .1 C.sr P*irk AwahI. Look, 

there's Pinkie-, which is unioctu- 
Mt«ly Still covered in fairy 
vomit; mind you don'l slip and 
fall into the boiling lava -pool, 
Behind that big st.vl.icjmite 
you'll find E/irc. but don't wake 
it up, it'll bore you to dc.ith . 
with a story about how it once 
glimpsed this purple shaped 
thing in apace, which may or 
may not have been An Enemy 
Thing and he was just going to 
ask it when Vraml it *odded-off 
for pver 
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rika: Rasputin 84" . 

Genesia. Minds cane 88% 



? Gn-mlin 90% 



: I he Arcade Game: Vir 



Lamooifjhim: Titus B3% 
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Skidmarks: Acid Spfuvan- «.fc5% 
Furv of the Furrier Miiulscai 



'Alio, 'Alio: Alternative 45% 



'n' Stvx: tore 91% 



tM.sir Back Leaend 57% 



The Labyrinth of Time: EA 81% 
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k a OpMrov: Mindsxauc 71 



Pirates' Gold: MicroPros* 7'_r . 



Maelstrom: Empire 60% 
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Mr.m Street Fl.iir 2?»- 



* 1 Domark <J0% ^^^^ 



Goblins i: Coktel Vision 



Castles 2 Intcmlav 54% 



fantastic Di?2v: Co clem a it e 



Simon the ■inreeror: Adventure So It 
89% 
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K24Q: Gremlin 90% 



Total Carnaae: ICE 42% 



Armour-Geddon II Psygnosis 86% 



Arcade Pooh Tea-" 17 £2% 



Kino's Quest VI: Sierra 84% 



Ultimate Body Blows: Team 17 81' 



Mr Nutz: Ocean 77% 



S tan I o Masters": ESP 4k 



se: Viroin 81% 
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Cliffhancier: P 



Valhalla: Vulcan Software SI ' ■ 



Bump 'n' Burn: Grandslam 90% 



TacticJ Mrtndner: Kcmnpart 80% 



Benefactor: Fsy gnosis 85% 



Last Action Hero: Psyqnosis 8% 



Sierra Soccer: Sierra 83% 



Switchauiz: Switchsoft 66% 



rraos n Treasures: Krisa is 79% 



James Pond 3: Millennium 90"'. 



SEPTEMBER 

Universe; Core 87% 



World CUp USA '94: US Gold 35% 



D-Dav. Impressions 72% 



Pinkie: Millennium 81% 



On The Ball. LWe 90% 

tshar 3: Daze 86% 

Soccer 5tars: B.U.B 23% 

"ho Clue: Black Legend 88% 
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Theme Park: Bullfrog 92% 



Gul 



Starlord. MicroProse 56% 



it: Impressions 78% 



Football; Imagine Home 90% 



Reunion: Grandslam -80% 



Graham Gooch: Audiogenic 78% 



Top Gear 2: Gremlin 74% 



Standard Deviation: CoSoft 62" & 



Li til Divil: Gremlin 74%.^^fl 



Champ. Manager Italia: intelck 89% 



Super Mellnni' Bros: Aoachp 76% 



H,mn,in Returns. fjametek29% 
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ji Komrjart 53' .. 
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Dark mere: Core 82% 



Muzzy. Holbourn 43% 



Man Utd. Prem Lea Ch.: Krisalis 80% 



StatFX/Mecja Motion: (Ji.nk legend 
86% & 84% 



Flv Hardi'i Kiisaiis 83% 



Naughty Ones. Komrjart 72% 



Pipy: Alm.itlnT.i 17% 



Monop?«ly: Supervision 75%- 
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, Pinball Quest: Infoqrames !?3% 



Imp. Mission 2025: MicroPros t? 70% 



The Int. Crash Dummies: Viruin 79% 



Summer OlvmuDc: Fair 77% 



Banshee: t ore 89% 






A add in: Vircim 90 ,J . ; . 



Football Glory: Black Leaend 7 



Bubble Gun D.oe 18% 



Rugby Leagui 
70% 



Guardian: Acid Software BB% 



Robinson's Requiem: Silmank ST 



Zonked!: Psyqnosis 85% 



CharlieJCool:43% 



Fifa International Sent ir fa 87% 



Ruff 'n' Tumble: Renegade 91 



Wi d Cup Soccer: Millennium 81% 



Wrec k er I He a I ( h wi m? 4 0% 



Emoire Soccer" EmDire 69% 



Vital Light: Millennium 81% 



Putttf Sguad. System 3 90% 



Cricket M^ter* ESP S5% 



Kick Off i Anto 64% 



Burn Time 1 Komcart S9 



Cockwiser: Rasoutm 76% 



Kid Chaos. Ocean 87% 



DECEMBER 

Cannon Fodder 2: Virgin 85% 



Fields of Glorv: MicroProse 7 



PGA Euro Golf Ocean 83% 



Crvsta Draaon: B atk Leaend 90': 



Embryo: Btack Legend 81' o 



UFO: MicroProse 89% 



Super Stardust: Team 17 90% 



J un«le Strike: Ocean B& c 



Lords of the Realm: Impressions 84% 



Premier Manaaer 3 Gremlin BT'k 



Morton St. Back: Conf. Pelican, 80% 



ZeewoJf: Binarv Asvlum SO''.- 
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...WHILE FROM THE DEEPEST 
PIT OF HELL 



THOSE AMAZING 

STATISTICS 

* This rjorrmhfr thr; average score 
for a game was an amazing S5 : -'.' 

* In March it was a doleful 63°.'-! 

* The softie ^with the highest aver- 
.igt mark was Henegade with 91%. 
But they only rleased two gfimes. 
ftuff and Eif mania, And both scored 
91%. So that wasn't too hard. 

- The softie with the lowest aw. 

-..core was Aim at her, l with 17%! The 
snag, statistically speaking, is that 
they only released one game-. Prey. 
Chri*t, it W»s arse. 
-This is. the second time in two 
years we've done this giving us an 



•VAT on Fuel is 100% li 



m 
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al Kombnlt Virc|infl9% 



nke: Rasoulin 84% 



Genesis Mindsranu 88% 



2: Gremlin y0% 



: The ArtvidL' Game; Vireiin 81 •'■■•■, 



Lrimborghim; Titus 83% 

Microcosm; Psvanasis 8f> ' . A 



1 i;-.mn- Spearhead: Codi.m.iMers 44% 



Skidmarks: Acid Soft mm n. 1 88% 



t urv of the Fume 1 , Mindscape 90" 



■Alio, 'Alter Alternative -15% 



J n" Stvx; Cine <j1% 



fool Soot: Virciin 84% 



Fat Man. Black le< 



The Ubvnnth Oi Time EA 81% 



Brum the Lion: Psvonosis 82 



tornado: Digital Integration 



Seek & Oo-.lri.iv: Mind\,c<i|H> 78% 



Pirate 1 .' Cm lei- MiuoProse /<J' . 



M.ifKtichrti: Empire 6n% 
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Mean Streets: Flair 22% 



f 1 Dom»i k 90% ^^^^ 
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l.jntastic Dizzy: Codem asters 84''.. 



Simon the Sorcerer: Ad venture 5 oft 

S9% A 
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K24Q: Gremlin 90%, 



Iota Carnaae: ICE 42% A. 



Armour-Goddon <l tSytjnosis 86% 



Arcade Pool: Team 17 82% 



Kino's Quest VI : Sierra 84 n ':. 



Ultimate Eodw Blow*, Team 17 81% 



Mr Nutz: Ocean 77% 



Sublet Masters: ESP 48% 
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SEPTEMBER 

Universe: Core 87% 



__fprld CUp USA '94: US Gold 35% 

D-Ddy impres-sig-ns 72% 

Pinkie: Millennium 81 8 -. 

On The Ball Daze 90% 

Ishar 3: 

Soccer St 

The Clue: Black Leae 



El (mania.: R 



( litvi.intifi • Pv.'nno'sis 2 



VaJhalki VuiCiin Software 81 '• 



Bump 'n' Burn: Grand slam 90% 



Tactical Manager: KompartS0% 



Benefactor: f*%v miosis 85% 



Last Action Hero: Psvonosis 8% 



Sierra Soccer: Sierra 83% 



Switchquiz: Switch soft 66% 



Traos "n r Treasures: Krisalis 79% 



l.inn", Pand i: Millennium 90"- 



OCTOBER 

Theme Park: BuHtroa 9\ 



Gul 



Starlord: MicroProse 56% 



it: Impressions 78% 



Football: Imagine Home 90 l: 



Reunion: Grand si am 30% 



Gialvim Gooch: Aurtiaqenic 78% 



Too Gear 2: Gremlin 74% 



standard Deviation: CoSoft 621 



Litil Divil' Gremlin 74i!i^^^M 
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Chamc. M.sitaaer Italia: Intelek 89% 



suner Meth.ini' Bros: Apache !*•■ 



I hi- Pvder Cut). Ocean 79% 



B/iim/m Returns. Gametefc 2*3% 



nntiti'ii! until Cauuhi: Psvanosis 7'J ' ■ 



Doofus Komnart 5i':'n 



Winter Olvmunv US Gold 55 



When Two Worlds War: Impr 
B0".. ^ ^ 



irn' Warriors: Ounnbite- 21 % 



• u-erazzi; Ah>rn.i1ive 



JULY 



Out To Lunch: Mindsc 



Surf Ninjas: Microvilli 



Wembley Int Soc: Audiogenic 59% 



lik: Titus SO . M 



Ult. Pinball Quest: Infoqrame^ 5.3% 



Imo. Mission 202 ir MicroPros /0% 



The Inc. Crash Dummies: Vim in 79% 



Summer Olympix: Flair 77 ,: <■. 



Banshee: Core 89% 



D<i rk mere: Core 8?% 



Miiriv Holboum 4.3% 



Man Utd Prom Lg Ch.: Kns-alis 80%. 



Statia/'Meg 
86%. & 84% 
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Prev: A ma them 17% 



Monopoly: Supervision 75%. 



Bubble ft Sfiuf.ik: Audioaenu Hl% 



Letiacv of Sorasil: Gremlin 74".. 



1 Blue & The Grey: Impressions 



Heimdall 2: Core 90% 



AUGUST 

Ruff 'n' Tumble; Renegade 



Wild Cup Soccer: Mrllenniu 



Wrecked Healthwi<,c 40% 



Empire Soccer. Empire €9% 



Vital Liqht- Millennium 81% 



PuttvSciuad: Svstem 3 90% 



Cricket Masters: ESP 55% 



Kick Oft 3. Anco 64% 



Burn Time. Kompart S9% 



Cock wiser: Rasoutin }&>, 



Kid Chaos: Ocean 37% 









OVEMBER 



Aladdin: Virgin 90% 



Football Glorv: Back Leaend 74% 



Bubble Gun: Daze 3B% 



Rugby League Coach: Audiagci. i 
70R 



Guardian: Acid Software 8fl% 



Robinson's Reauiem: Silmarils 81% 



Zonked!: Psvonosis 85 



Charlie J Cool: 43% 



fjfa internationai Scrccer: EA 87% 



Cannon Fodder 2: Virain 8 



Fields of Glorv: MicroProse 77% 



PGA Euro Golf Ocean 88% 



Crystal Oration: Black Legend ■■'!(: 



Embrvo Black Leo end 81'. 



UFO: MicroProse 89% 



Suoer Stardust: Team 17 90% 



Jungle Strike: Ocean 86% 



Lords of the Realm: Impressions 34% 



Premier Manaaer 3 Gremlin 87% 



Morton St. Back- Lonl. Pchrrin 80% 



Zeewolf; Binary A*,vkim 80' ..■ 
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...WHILE FROM THE DEEPEST 
PIT OF HELL 



THOSE AMAZING 

STATISTICS 

•This December the average score 
for a game was an amazing 85%? 
* In March it wa-j a doleful W%! 
'The soft if with the highest aver- 
age mark was Renegade with 91%, 
But they only Heased two g^mes. 
Ruff and Eif mania. And both stored 
91%. So that wasn't too hard. 
•The softie with the lowest aw. 
vcore was Almathera with 17%'. The 
snag, statistically speaking, is that 
they only released one game. Prey, 
Christ, it was arse. 
•This is the second time in two 
years we've done this giving us an 
average score of 100% year-oro-ywr. 
•VAT on Fuel it 100% larceny. 
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Updates! Updates! Updates! Yes, as the festivities come to a bulging head. Matt, Andy, 
and The Kids From Fame bring you the latest in CD32 and A1 200 remakes. Go on Bruno 
— tickle them ivories. Dance Leroy, dance! 

MARVIN'S MARVELLOUS ADVENTURE 

CD32 • 21st Century • £29.99 

I'm a bit disappointed folks. Not game tune, and use that in the intra than implement any sort of fade, cutesy plink-a-plonk-a Shame ( 

by the game, incidentally Oh no, sequence substituting a more cute, they're all pretty good (and can be those tears away, young man. ■ 

I actually think Marvin is a very almost Erasure-like thing for the first listened to on a standard CD player Harry), 

good platformer, it's just that origi- levels. I must say that this is nowhere If you're really sad, obviously}. Anoth- 

as good as the way things were orig- er missing moment from the test ver- 

inally, but there you go! Bad call, sion is the blinding guitar riff and 

Anyway... "Marvellous!" shout that burst forth 

I've homed in on the music here, at the end of each level. Once again, 

because side by side with the A1 200 I'm afraid to report that it's been 

version, there aren't really that many replaced by a simple 



nally I was going to do the mam 
review for the issue, and having 
played about with some early test 
versions of the game on CD32 was 
ready to turn up the volume and 'get 
down' to the funky dance sounds 



Unfortunately, the designers decided changes apart from the groovy tracks 

to pull out what had been the main that accompany the play. There are a 

An apple a day keeps the cute little number of tunes, and though they 

fella up a tr**. tend to just tut out suddenly rather 




The only other point to be ra>* 
with the CD32 version, is the differ- 
ence it makes to the 'instinctivene* 
of the pldy using the joypad. 2* 
Century deserve a large saucer full s» 
milk and bread for having man- 
aged to make things abour 
as easy as possibte.1 
with all of the 
ous moves hu 
a button of titer 
own, Er,.. w*J 
done, 

So it has tt < 
be said (br- 
other thaw 
the above { 
mentio i 

features, it's 
all pretty muck I 
like that fc . 
Muttall fella said or 
page 46, with old- 
fashioned but decent 
platform fun to be found a'. 
over the shop. Definitely one of the 
better 'true' platform games to hav* 
appeared on the CD32 to date- [MB 

OVERALL: 83% 



BUBBLE AND SQUEAK 

A500 • Audiogenic • £25.99 




ut at (east, thank god, some 
angel of mercy prevented 
Audiogenic from calling it 
Bubble 'n' Squeak. Because then 
there really would have been trouble. 
Bubble and Squeak, as the erst- 
while Mr Byron {or, at least, Mr Byron 
the erstwhile editor - Haz.) so elo- 
quently pointed out, follows a rather 
similar storyline to Bubba 'n' Stix — 
a game which the angels of mercy 
overlooked, obv. Bubble, the brains 
of the duet, is a little boy- Squeak is 
blue and furry, possessing about as 
much brains as said Stix, or indeed a 
stick, and hence has to be molly-cod- 
dled around like a sheepdog, er, 
rounding up sheep. And that's the 
basis for this theoretically simple, but 
practically brain-taxing and frustrat- 
ing puzzler. 



bleats that it's a platform game, a 
puzzle game and a shoot' 'em-up 
rolled into one. The platfor- 
mular bits come from 
leading Squeak 

around the purple 
knobbly land- 
scape, the puz 
zles stem from 
Squeak's inher- 
ent thickness, 
and his stub- 
bornly refusing 
to jump at cer- 
tain points. 

I might mention 
at this point, that his 
stubbornness bugs me. 
It's like dragging around an 
unwilling dog on its leash, because 
while Squeak is usually very good at 



collect a submarine token, sending 
you to a horizontally-scrolling under- 
water scene to shoot some fish and, 
er. the evil Kat-o-Nine-Tails. The old 
game Nebulus had something simi- 

Take some cold mashed 
potatoes, cooked cab- 
bage, carrot i and 
onions, and fry in 

a little oil .. 



lar, if you remember. 

Bubble and Squeak won't win 
awards for brilliance, but it's gc 
good, solid puzzles, decent graphics 
and a nice snooty hit to give you* 
brain a rest. It's been out for a white 
on the A 1 200, but this new versior 
will keep the AS/600-owning kids 
happy at Christmas. [AN] 

OVERALL: 84% 






This A50O conversion is identical walking to heel, he sometimes refus 



in all respects to the previous A 1200 
game, save for the graphics which 
are slightly more pastelly with fewer 
colours. But it's not that noticeable, 
and certainly doesn't detract from 
an otherwise enjoyable romp, 
The box blurb quite rightly 




es to jump to even the shortest gap. 
And when he does, you know there's 
a puzzle looming. 

There are shoot- 'em -up parts, inci- 
dentally, but they come when you 

turning until both sides are crispy, 
Serve and tmothtr in brown sauce. 
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BUAAP 'N' BURN 

CD32 • Grandslam • £29.99 
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VITAL LIGHT 

CD32 • Millennium • £29.99 




Though Bump 'Pi' Burn is a 
welcome addition to the 
ever- growing CO 3 2 library, 
having received Rosdkiil, a won- 
drous example of how good racing 
games can be, it has to be said that 
the oki Bumpster now comes over as 
a bit lacking as far as a CD product 
goes. Sniff. 

As far as new features go, you 
now have a different theme tunes 
for each track, some being okay-ish 
decent to drive to, some being 
extreme crap of the highest order. 
Before each track type you're also, 
er r treated, to a 'wacky' commenta- 
tor voice over, telling you about the 
dangers of the next race and trying 
to be funny. I'm 'reliably informed' 
that the actual actor used is very 
good (the star of the CD Dream Web 
apparently) — it's just the script 
that's pap. All I know is 
that it's all very 
embarrassing, and 
the sort of thing 
you want to 
avoid at all 
costs. 

Other than 
that, the game 
certainly prof- 
its from the CD 
as far as speed 
of play, and by 
that I'm really talk- 
ing about the amou 
of time that was 
disk swapping in the floppy 
original. There's also the addition of 
the joypad buttons to think about 
which, though not really making 
things any easier than the joystick 
was (i.e. it was never a problem), do 
give you a more In control' feeling 
— activating power-ups and firing 
weapons etc. 

So, apart from CD music (which is 
poor and annoying — Harry.) things 
are much the same as before, and 

Red sky at night and, look, the sheep 

are alight 



Pull over Mavis, love, I want to take 
a leak behind that apple. 

though Bump 'it' Burn won't knock 
your pants off, it's the closest thing 
we've got to Maria Karts. Of course, 
as far as I'm concerned, there's no 
real reason to play this now that I've 
got Rosdkiil (have I mentioned that 
game before?) [MB] 

OVERALL: 82% 





Cunpuser and 

curiouwr," 

thought Alic* 

as tier f ring* 

•nvtloptd 

the verger. 



Vital Light, And what could be 
more vital than light, I ask? 
The green of the grass, the 
glint of a tear in a small child's eye, 
the very fire Of life itself. And the 
thing that stops us from bumping 
into things, of course. As it happens, 
this puzzle game from Millennium is 
not vital. It is, however, almost nec- 
essary in a I 

Tet n's-esq ue I 
kind of way, 
having had a 
shortage of 

Tetris games on 
the Amiga. 

Since, er, Tetris. 
But unlike the 
console Tetris - 
variants 
Co/umns, Super 
Tetris et a I, Vital 
Light moves suf- 
ficiently away 
from actually 'being' Tetris to be 
classed in a genre of its own. This 
'new' genre could be called 'Space 
invaders crossed with Tetris', if you 
like, because that's exactly what it is. 
A small metallic disc, adorned with 
the colours of the spectrum, floats 
horizontally at the bottom of the 



Too bad she won't live, but then 
again, who does', 

screen under your control. Hit fire 
and a burst of light, coloured 
depending on the orientation of the 
disc, shoots skywards up the tube 
towards a bunch of marauding, 
square aliens. 

The aliens attack in groups of two 





Choose from any one of the exciting 
heads shown. 

or more, each of a different colour 
to the chap next to him. Shoot one 
and he'll change in hue — and if he 
matches his friend, they will both 
explode. Some of the aliens like to 
form in huge squadrons of ten or 
more, so they survive for longer and, 
hopefully, make it to the bottom of 
the screen and fulfil their ultimate 
aim: to destroy you. 

Of course, your spinning disc is 
well up to the challenge, as long as 
you're not colourblind and your 
brain can handle more than one but- 
ton at a time on the joypad. The 
speed and complexity of the alien 
formations increases as you get on 
in the game, testing the well- 
designed control method, and other 
sundry aliens float about as both a 
decoy and a few welcome points for 
a quick bag. It's not an instantly- 
appealing game, hut the bright 
graphics, sampled voices and catchy 
title music mean once you become 
hooked you'll find yourself going 
back to it again and again. 

OVERALL: 81% 
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If games were made to go to 
school, Shuttle would be the 
class swot- While fluff 'n' Tum- 
ble sat at the bach throwing ink 
pellets, farting and 'mmm-ing' to 
put off Mr Pants the maths teach- 
er, and the other pupils tried to 
impress Cem-X by staging mock 
fights, Shuttle would be sat right 
at the front, doing its homework 
and asking all the right questions. 

Vou see, on paper, Shuttle 
would get a little gold star. It 
accurately simulates one of 
NASA's pride and joy, and allows 
you to take the beast on test 
flights and up into space with a 
series of set missions. But 
although the game would pass all 
its A-Levels, it would be crap at 
football, because it is, quite sim- 
ply, utterly, utterly unplayable, 
Utterly- 

The fact of the matter is, space 
shuttles aren't the kind of things 
you or I could handle in real life, 
so for a simulation to be any fun 
it would have to be drastically 
simplified. But Shuttle isn't. There 
are more dials and gauges in this 
game than all the other 
flight sims put together, 
And that, for me, doesn't 
make the thing entertaining 
— which is the point of a game 
in the first pi ace, 

Nope, you'd be better off play- 
ing a manual — that's the most 
accurate analogy I can come up 
with. And the pretty-but-slow 3D 

graphics engine doesn't help- 



So the programmers should get a 
pat of the back for being so clever 
and cramming an entire shuttle 
onto a couple of floppies, But a 
smack in the gob for being smart- 
arses and missing the point entire- 
ly. The old Dragon 32 game I played 
as a kid was much more fun. [MB] 







Why not warm the cockles of your Amiga's drive with some cheap and oh -so -cheerful 
games this Michaelmas? Allow Matt and Harry to poke through the embers and stoke up 
a fire in your pocket that will never go out. 

DOCFICHT 

icroP rose's year-old game 
is a straightforward beat- 
'em-up with ore subtle 
difference; the combatants are ugly 
women. With six gruesome bitches 
to wrestle with, and a variety of spe- 
cial moves at your disposal, it's your 
job to rearrange the faces of people 
you wouldn't consider snogging 
even if it was for a slice of Dairylea, 
Actually, that's a lie — but it's a 
damn sight more interesting than the 
real game which is, to put it bluntly, 
crap. Even at this price. 

The idea behind it is interesting 
enough. Twelve planes have been 
plucked from history for you to get 
to grips with. There are a variety of 
missions to tackle, each historically 
accurate {or so it says here), and each 
suitably different enough to warrant 
inclusion. 5pitfires, MiGs and other 
much-loved aircraft can be flown, 
and each supposedly handles as it 
would in real life. 

But by far the area with the most 



potential is the "* 
What If?' section 
which allows you 
to taken on any of the 12 aircraft in 
another of your choosing. So, a WW 
plane could be pitched against a 
super-modern aircraft, and the 
results are sometimes surprising. 

Okriy, m» far so good. But where- 
as Dogfight should be an airborne 
scrap the likes of which we've never 
experienced before, it actually turns 
out to be very dull- The 3D routine 
is substandard compared to Micro- 
Prose's other sims, and the action 
itself amounts to little more than lin- 
ing up a few pixels in a cross-hair. A 
real missed opportunity, sadly. [HA] 




Hit Squad £14.99 




With Overlord falling smack 
bang into the category 
marked 'Pretty Good', it 
comes as some surprise to find that 
the flight sim Rowan Software cre- 
ated previously is a damn sight bet- 
ter, and now even cheaper. 

It's back to the days of the 

vl Battle of Britain, where 

vlMHr j* the War was 

^V £!}&* decide purely by 

V the pilots' 

^C- courage and not by 

who had the best 

^ lock-on facility 




and the most intelligent missiles. 
Vou can play on the good side {the 
British — obv.) or the bad side {the 
Germans — boo!) and take part in 
simple one-off missions or the 
entire campaign. Strategy buffs can 
even play a bigger part in the 
deployment of reserve 1 planes to the 
different airports over the country, 
but it's all pretty basic stuff and not 
worth bothering with unless you've 
got no friends and lots of spots. 

The 3D routines stand up sur- 
prisingly well to today's flight sims. 
On an A600 it chugs along nicely, 



but on an A1200 it's positively 
beautiful and the shading and shad- 
ows give such depth to the various 
views that it's hard to believe that 
the game is almost two years old. 
In fact, I'd go so far as to say that 
Reach for The Skies is the third best 
flight sim on the Amiga, If you've 
played Knights of the Sky to death, 
and Combal Air Patrol is a little too 
modem for you then this is certain- 
ly well worth a few quid or 15, [HA], 
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PowerPlus £16. 







The grey thing raced i 
black fait, which was j< 



alk about over- saturating 
the market! PowerPlus 
obviously thinks we're a 
nation of frustrated wannabe 
pilots, as this is the third flight sim 
(counting Shuttle) released this 
month. 

So what's different? Well, F- 
117A simulates a more modern 
aircraft with enough firepower to 
blow up a small country. And 
while that is a good thing (newer 
crafts are generally easier to fly, 
and blowing up things is a tot sim- 
pler) for some, and this includes 
me, proper dogfighting - with 
whirling props and chattering 
Spandaus — ii more preferable. 



And it's for this reason alone 
that the game is scoring slightly 
less than Reach for the Skies. 
While F-117A has better presenta- 
tion, the actual combat eiement is 
less exciting than Rowan's simu- 
lation. Had these two games 
arrived separately, I'm sure I'd be 
raving about F-117A, but when 
you can pick up a better game for 
two quid less, it's hard to enthuse 
about it. Of course, if you prefer 
flying the friendly skies in a more 
modern plane, then simply swap 
the two marks over. [HA] 

(OVERALL 




bit towards the 
large blue area. 



Oh my god I've 



poawd My pants 



MONKEY ISLAND 2 



It's come to my attention that 
some software companies scour 
reviews for small quotes they can 
stick on the back of a game's box as 
some kind of unofficial endorse- 
ment. With this in mind, I have the 
following to say: This is the best golf 
game there is... excellent. 

Oh. Glancing at the bottom of 
PGA Tour Golf's new budget pack- 
aging reveals that some former col- 
league has got there first and 
uttered the exact same phrase 
(which is why J said it too — it was a 
joke, you see). Surely this is mislead- 
ing. By my reckoning, the game is 
over four years old, and the quote 
probably isn't valid any more. After 
all, everyone knows the best golf 
game is PGA Euro Goff. 

Still, if you haven't got the cash 
to snap up the more polished ver- 
sion, now'syour chance to pick up a 
little slice of gaming history with the 
added bonus of three additional 



courses for a more than reasonable 
price. Yuml 

PGA Tour Golf is simple stuff. The 
interface is clear and intuitive, but 
not so intelligent it does all the work 
for you (a problem that plagued 
Ocean's 'Winona' Ryder Cup Golf). 
The graphics, too, are pretty bask, 
but that's no bad thing as many golf 
games — and MicroProse's springs 
to mind here — have been too ambi- 
tious with the visuals and slowed the 
whole thing down. Nope, PGA Tour 
relies purely on payability. Which is 
what makes it so excellent. 

At this price you'd be daft to miss 
PGA Tour Gotf. Since its new appear- 
ance, it's certainly had us hooked 
and even on some occasions more 
participants than a league of SWOS. 
And you can't recommend some- 
thing more highly than that. [HA] 
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What on Earth is the world 
coming to — almost 17 
quid for a budget game? 
Blimey, in my time full-price games 
cost less than a tenner, and the bud- 
get classics were £2.99. And they 
were better than this modern rub- 
bish you Jot call "entertainment'. 

In honesty, they weren't. And 
£16.99 for what remains one of the 
best graphic adventures on the 



Amiga is not a bad deal, especially 
when you consider that it comes on 
11 disks — surely a record for a 
game this price. 

Following on almost directly 
from the original, Monkey island 2 
is bigger and better in every way 
than its predecessor (which, for the 
record, came on only four disks). 
Once again Guybrush Threepwood 
is the hero of the tale, and once 



again the evil pirate LeChuck is 
causing all the problems — only this 
time the fiend is a ghost! 

Although the disk accessing is 
sometimes frustrating. Monkey 
Island 2 is almost perfect. With the 
recent glut of graphic adventures, 
! was expecting to find that this 
Lucas Arts classic a touch dated, but 
if you made the user-interface a bit 
more intelligent this could be 



released today at full-price, 

With imaginative puzzles, a 
choice of difficulty levels and 
humour in abundance, Monkey 
Utend 2 is the perfect game to wile 
away those WSntery evenings. The 
message here is simple: if you don't 
get it, you're a complete spaz. [MB]. 
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A-TRAIN 

Maxis £14 

A nice little software prize, in 
the shape of our copy of 
this very game, to the clever 
reader who can tell me which giant 
of Be-hop {that's a kind of jazz, pop 
addicts) wrote the memorable tune, 
entitled 'A-Train', Got that? Okay. 
God games, though. They're great 
aren't they? I mean, I like nothing 
better than to look down on the rent 
of you buggers from atop Mt. Olym- 
pus, a-datablin' in your affairs, a- 
stealin' your girlfriends and gene ral- 
ly metamorphosising into interesting 
waders, including, on one memo- 
rable occasion, a spoonbill. 

No but seriously, when a game's 
ggt a Maxis pedigree, then the gods 
themselves do tremble. And A-Train 
was a particularly cunning attempt 
to steal the Jacred Signal Box of 
Dreams from Hornhius, god of rail- 
ways, because unlike the company's 
previous offerings, it didn't have the 
word 'Sim' in the title — which was 
odd, because that's exactly what it 
was. Crazy-bonkers, eh? 

When A-Train was released, it 
went huffer to buffer with Micro- 
Prose's Railroad Tycoon, and won. 
It's been out on budget afore, {The 
Hit Squad wanted £17,99) but this 
time it's Maxis itself which has re- 
released the old choo-choo, (at a 
plumb loco £14,99) to co-incide with 
the second (or is it the third?) com- 
ing of several other things which it 
has but newly-budgetised under the 
Sim Classic' label, to capitalise, no 
doubt, with the release of Sim City 
2000 on the Amiga (see our review 



on page 66). But this time you also 
get a free two disks-worth of the A- 
Train Construct ion Set, which allows 
you to edit your terrain as well as 
your trains, instead of just sticking 
to the set game scenarios. 

So what's it all about? A-Train 
combines the classic, er... Sim Clas- 
sic business of masterminding a 
metropolis, with the creation of a 
transport system (the trains bit) and 
financial wheelin' and dealin' on a 
stock exchange. The game scenario 
is that at some time in the not-too- 
distant future (i,e, next week, pmb.), 
the transport system has encoun- 
tered 'smell- lock', and no-one can 
move for all the pollution and stuff. 
Governments act and ban the use of 
all vehicles which rely on the infer- 
nal combustion engine, leaving the 
railways with an effective monopoly, 
In short, politics fans, John Prescott's 
dreams have come true — or have 
they? 'Cos what remains, John, is 
not a nice big state monopoly, but a 
commercial free-for-all in which you 
endeavour to emerge as Isambard 
Kingdom Brunei rather than good ol' 
Casey Jones, who though undeni- 
ably fab at a 'steamin and a rollin'. 
couldn't add -up for toffee, and 
never wore a pin-stripe. 

A-Train is hard, not in the sense 
of punching someone lots and hav- 
ing eye-catching tattoos, but in the 
sense of 'a bit of a bugger to win at'. 
Ah, but then who said it was easy 
being immortal? [HA], 
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hen a third' 
party publisher 
decides to 

release a compilation, it is 
usually forced to take a 
package from another 
software house and 
therefore inevitably to 
comprise with a mixture of 
A and B grade titles. Thus, 
the comments from many 
reviewers tend: to read: "Gener- 
ally a good compilation, but only 
really worth buying if you haven't 
got so-and-so." 

Well, I can firmly state that this 
Beau Jolly release breaks all the 
rules. In fact, I'd go so far as to 
declare it the best compilation I've 
ever come across, and one that's 
worth buying even if you have 
three out of the four titles includ- 
ed. Wow, eh? 

Let's kick off with the 'weakest 
of the bunch — a game that's still 
worth the 84 percent we gave it a 
year ago. Converted from the pop- 
ular Williams coin-op, 72: The 
Arcade Game is a shoot- 'em-up 
very much in the Operation Wolf 
mode. Split into several distinct 
and taxing missions, it's your job 
to stop the rampaging Terminators 
from travelling back in time and 
taking out John Connor (who, as 
fans of the film will know, is des- 
tined to become mankind's saviour 
after the nasty machines take over 
the Earth). 

Converted by Probe, who with 
this and Mortal (Combat proved 
that it was possible to convert a 
decent arcade game to the Amiga 
with a negligible loss of quality, 
T2: The Arcade Game is an enjoy- 
able blast, The graphics are finely 
polished and the music and sound 
effects help drive the game on 
nicely. But it's the relentless non- 
stop action that really grips, with 
only experienced gamers standing 
a chance of getting very far. 

Next comes The Chaos Engine, 
arguably the best top-down shoot' 



em-up the Amiga has ever seen. 
Presented with the now-obligato- 
ry Bitmap Brothers spit and polish, 
the game places you and a second 
player (either computer- or 
human-controlled} in a series of 
puzzle-based missions, where 
secret rooms and hidden areas are 
an integral part of the action, 
rather than superfluous fillers. 

I reckon chubby Dave Upchurch 
under-rated this when he first 
appraised it, as its score should 
have been at least well into the 
90s. And it's still tops even today. 

Cannon Fodder 2 has just been 
released, but in honesty this pre- 
quel is slightly better mainly 
because the missions aren't any- 
where near as hard, A set number 
of troops are at your disposal, and 
it's your job to take out any enemy 
soldiers, buildings and vehicles 
using machine guns, grenades and 
anything else you can lay your 
hands on, A year on, this still 
remains one of the best arcade 
games on the Amiga. 

Sitting alongside these three 
shoot-' em -ups is The Settlers, Blue 
Byte's enchanting god game. And 
—yes? — it's the best of its genre, 
mainly because it's so damn cute. 
Once you've constructed a few 
buildings, it's hard not to sit back 
from your monitor and marvel at 
the fully-functioning community. 
Fishermen, woodcutters, foresters, 
knights... all these and more can 
be found in the game, and each 
has individual traits that dictate 
how they go about their business. 

At £34-99, this Beau Jolly com- 
pilation (which, interestingly, has 
no name) is a blimmin' bargain. 
Every single one of the games 
included is one of the top games 
on the Amiga, and even if you're 
missing only two, I'd advise you to 
part with the cash. [MB]. 
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Christmas is a time of 
tips, of hips and haws 
and saline drips, 
when noses glow like 
fairy lamps and 
tongues adhere to 
festive stamps, when 
antlers on the 
reindeer butt and 
knobs on doors are 
twisted shut, when 
candle wicks are 
touched with fire and 
holly prickles with 
desire, and when at 
last the Yule log 
comes, my favourite 
tips are in The One. 
(Help, let me out). 
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GENERAL TIPS 

■ here's only one real way to you'll find it difficult, but start onr 
become an expert at sion one and just try flying around 
ZppwqH and that's to landscape for half an hour and 
become proficient at the mouse you'll be surprised just 
.control, Although the joystick how satisfying it fr^< 
l method is perfectly fine for becomes. 
A beginners, once the missions Even when you are pro- 
La start getting real tough (from fkient with the mouse you'll 
JHl mission 1 2 onwards) the joy- find that landing without a 
EaA stick doesn't react quickly bump can be difficult, -so try 
enough to get you Out of this little tip: when you're ' 
trouble. ready to land, drop your land- 
The mouse control is ing gear and then press CTRL to 
actually not that difficult, just switch to joystick control — the - 
remember to use very small autopilot now kicks in and you'll Ian 
rnovem ents . Don ' t i m ag i ne perfect ly eve ry time. Wh en you' re rear? 
you're sat in the cockpit of the to take off again, simply raise your ge* 
helicopter when you're fly- and when you're dear of the gro 
ing. imagine you're sort of press CTRL again to return to motiv 
controlling it by remote \ control- 
control (which you are Vultures (enem 
; alter all) Don't bother \ attack helicopters) tab 



ing, imagine you're sort of press 
controlling it by remote \ 
control (which you are 
;, alter all). Don't bother 
messing about with 
the throttle ( ri g h I but- ■ 
ton) when you first start, just 
spend some time getting used • 
to how the Zeewoll reacts * 

when you move the mouse, y 

! Remember that (he Zeewolf f 
is designed to react a bit luke •'. 
1 a real helicopter jujl , 
because you've moved the / 
mouse don't expect an -* 
immediate change of J» 
direction, there's inertia f , range, 

to deal with, which mies if 



two AAMs to do 
whereas all the oth 
enemy aircraft take ont 
Mantis (Anti Aircra- 
* Artillery) also take t... 

j AAMs to destroy, arte 

^ Cobras only take one. 

Use your full range. Th» 

enemy installations have th* 

same range as your weapons. A« 

' soon as an enemy appears f 

your gun camera you're 

range, so don't take on multiple ene 

mies if you can avoid it. Pick away ar 



means the helicopter is going to take a heavily-delended areas by attacking the 

couple of seconds to switch to the new outer defences first, 
heading. It may all sound complicated To earn extra points rescue extra mer 

and the first time you try the mouse — if the mission tells you to rescue 5 out 
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of 7 men then do the rescue before fin- r - — 

!_l_: »l - J — i~:~_mj I ■ ■__* II 



all 7 men. Also, before you finish the 

last objective in a mission make sure 

you've got as much ammo on board the 

Zeewolf as possible, because unused 

ammo gives you more points at the end 

of the mission — and extra points bring 

you closer to that extra life! Enemy 

frigates art? armed with turrets that 

either fire homing missiles or shells — 

both of which are deadly if the turret / defences at this first base, and 

gets a bead on you. The turrets. ' "-■-- — ' — ■-- 

however, have a limited 

amount of traverse, so ""Jf" 

always attack them 

from behind because 

the turret can't turn 

right round. 

There's an extra 
life to be found on 
mission 26: Brass 
Rubbing. In one of the 
domes you'll find a 

replica Zeewolf; pick it Up nun u mui^u <jh me ia<_- iymy a ijjyiLuu uyn i y<j wdini it resuppiy venrcie insiac. i ne gome is pro- 

on the winch and carry it back tics, screen. about. All payloads can be destroyed if tected by a Hippo, The ammo on board 

to the carrier to receive an extra life. Be careful when shooting open you bounce J em on the ground too is enough to either take out the Hippo 
Make sure you read the briefings bunkers and barracks. Once the doors much, and if you lose one it car be dif- or the dome, but not both, so what you 
properly. Often you'll find that rescue are blown open, stop firing. There is the ficultto complete a mission (mission 8: have to do is get the Hippo to take out 
details haven't been included on the risk that you can destroy the building if Where the Buffalo Roams for example), the dome! 



Unfortunately this isn't going to 
work on Berserkers because the 
enemy will target your Buffalos 
before you, and will take them 
out in double quick time. 

But there is a way to complete 

the mission because in the first 

dome (directly to the south of 

your start position) you'll find 

another Buffalo. Use the Buf falos. 

on the carrier to take out the 

defences at this first base, and 

blow open the dome to release 

the third Buffalo. It's this third 

Buffalo that's the key because 

t the enemy don't target this one 

and it can therefore trundle 

8 around quite happily and take 

1 out the other bases. Another 

1 toughie is ' mission 24, 

you start the mission find yourself on a mission with no H ippooo me. Here you start the mis i ion 
you'll find that all the weapons left and therefore no way to with very limited ammunition (only 50 
mystery disappears complete the mission. cannon). Just to the north of your start 

because the exact loca- Take care of payloads. If you're car- position is a blue dome with a Camel 
tion is marked on the tac- rying a payioad don't go bashing it resupply vehicle inside. The dome is pro- 
tics screen. about. All payloads can be destroyed if tected by a Hippo. The ammo on board 
Be careful when shooting open you bounce J em On the ground too is enough to either take out the Hippo 



ne my 
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tactics screen, and it can be infuriating you keep firing before the little man 
to fly around a landscape waiting for has a chance to get out. Obviously, 
the mission to end because you've for- if you've rescued enough men for thai 
gotten how many men you're supposed partituFar mission and are feeling 

to rescue. mean, then go ahead, kill as many ol 

In order to mate a lone king with two 'em as you want ! 
bishops it is not only necessary to drive Remember that you lose 
the opponent's king to edge of the weapons when you die, so if it 
board, but also into one of the corners! looks like you're going to lose 
Sometimes the hriefings will indicate a life on a mission, don't over- 



Position yourself so the dome is 
t MISSION SPECIFIC TIPS between yourself and the Hippo, and 

T^^J^ One of the most difficult while keeping in range of the Hippo {if 
missions to tackle is mission it's m your gun camera then you're in 
22, Berserkers, In this mis- range) put your gear down and keep 
si on you're given two sort of hopping up and down behind 
Buf IriUjs <hi the deck of the carrier and the dome. Eventually the Hippo will 
you h,iv!' to destroy three enemy bases, start firing at you and eventually some 
Each h-ise contains a dome. of the shots will hit the dome and blow 

Normally, with two Buffalo: things it open. Once this happens, lift your 
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that you have to do a particular job load the Zeewolf with weapons you should be pretty easy — just hover gear and take out the Hippo before 
(maybe a rescue, or destroy a particu- may not get the chance to use This is around the Buffalos while they trundle docking with the Camel and loading up 

lar enemy) at one of several sites. Once particularly important because you can about taking out the enemy, with loads of lovely ordnance! 
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On the sixth day of Christmas my true love gave to me, the skull of teleportation r the socks 
of Kilrathi, the woolly tie of W'Oolwiirthz and a nice orange. 



or those adventurers having 

trouble getting started simply 
dick 'DOME' upon entering the 

Character Generator. When you begin 
the game you will have the two char- 
acters from the story - Bethan (level 2 
Clerk) and Yorath (level 2 Warrior). 
Both characters have excellent weapons 
rind enhanced stats. 

A character's inventory cannot be 
viewed until the start of the game. Here 
is a complete list of all the characters' 
possessions. 

Moriock. (Paladin) Shirt, boots and 
pants. Knights' holy symbol, meat 
bread, apple, water flask, short sword, 
torch. 

Delphina. (ThiefjShirt, Silk pants, apples 
(S3), water flask, lockpick, dagger, 
torch. 

Sonja. (Warrior) Shirt trousers, leather 
armour, meat (x2), water flask, short 
sword, torch. 

Mirianda, (Assassin) Tunic, boots and 
pants, meat, water flask, longbow. 
Quiver, torch. 

Apollo. (Paladin) Shirt, ^^ 
knights' holy symbol, flT * "* 
leather armour, bread t 
(x.2), water flask, short J 
sword, torch 

Xandar. (Mage) \ 

Magerobe, apples (x4), ^ 
scroll (Light), Scroll (Missile) ' 
water flask 
Delanor. (Cleric) Clerk rabe, pants, 
apples (x2), Potion (Healing), water 
flask, Clerics' holy symbol, mace, shield, 

torch. 

Toet utter, (Thief) Shirt, boots and 
pants, meat bread, apple, water flask, 
dagger, lockpick, torch. 
Jasmine. (Assassin) Shirt, silk pants, 
meat, water flask, blowpipe, torch, 
doth bag 

Sirina. (Mage) Magerobe, bread (x3), 
water flask, Scroll (missile), Scroll (com- 
pass), Scroll (light). 

Way lander. (Paladin) Shirt, boots and 
pants, meat (x4), water flask, short 
sword, torch. Watabe. (Warrior)Shirt, 
hoots and pants, apples (x3), water 
flask, short sword, torch. 

je) Magerobe, meat (x3), 
water flask, Scroll (light), Scroil (shield). 
Scroll (strength). 

Myrkul. (Thief) Shirt, boots and pants, 
bread, apple, water flask, lockpick. 

^ dagger (x2.), torch, 
Oltravar. (Cleric) Clerkrobe, boots 
I and pants, leather armour, meat. 



water flask, potion (healing k2), Clerics' 

holy symbol, mace, torch, 

Etrigan. (Warrior) Tunic, boots and 

pants, bread (x3), water flask, short 

sword, shield, torch, 

Morgana. (Clerk)Clerkrobe, apples (*3), 

water flask, potion (healing), mace, 

Clerks' holy symbol, torch. 

Malik. (Assassin)Shirt, boots and pants, 

meat, water flask, sling, torch, cloth 

bag 

Yorath. (Warrior) Shirt, boots and pants, 

helm, meat, bread, torch, water flask. 

large shield, long sword +1 

Bethan. (Cleric) Clerkrobe, hoots and 

pants, meat (x2), water flask. Clerics' 

holy symbol, potion (healing x2), mace 

+ 1, torch, 

LEVEL 1 1 

Don't think for one minute that you 
can race through this level killing 
everything in sight. Before entering 
combat make sure all scrolls ste 
- scribed and weapons 
are ready. Also ensure 
that weak characters 
are at the rear of the 
party. When you I 
enter combat with a I 
■J creature always pay 
y attention to your 
r / Health, and flee from 
7 combat if things get to 
tough. Break all wooden 
doors you find before opening 
them, this will give your characters 
extra experience points-. 

In the storeroom go to location 
X: 1001 2 Y:999S and press the switch 
on the north wall. This will move a 
wall to the right giving you access to 
some useful items, A rope can also be 
found in the storeroom, 

Take the equipment key back to 
the barracks and unlock the door at 
X: 10002 Y;9987 for 2 potion bottles. 
After killing the guards in the 
Arena go to the Door with the red 
gems and wait. When it opens run in 
and kill the guard. The switch for the 
'GO BACK' door can be found by 
walking backwards twice, this will 
reveal an illusion. Pressing the switch 
on the West wall will open the door. 
Depth 2: After killing the guards 
use the key in the wall lock at 
X: 1001 7 Y: 10000- The door has a 
time delay lock and will open after 
about 10 seconds. 



LEVEL 2 ^ ^^^~^~^~ 

In the guardroom. Find a shelf with a room with 2 gem slots. Make sure you 
shqrtsword, now turn right and walk jam this door with a dagger before 
into an illusion to find a helm. A switch going back upstairs Otherwise it will 
can also be found at X: 10009 Y 10000 close behind you. Wow place 2 of the 
which removes a wait at X:1000S gems in the wall slots upstairs, then 
Y:999fi. this leads into a small room do the same on this depth. A wall will 
with two pillars. This room also has a now have been removed at X: 1001 4 
switch to enable you to move between Y: 10008 revealing an open door at 
the two locations. X: 10011 Y:1Q008 with stairs leading 

Find a switch in the Barracks to move up. Stand in front of this door, turn 
the second pillar. This can be found right and walk forwards through an 
next to the apple. The General's door illusion for some very useful items. 
switch also moves the pillar at X: 10008 After unlocking the 'Guardians of 
YiS&M where you will find a chest, the staff door have a rope ready 

Depth 2: This room has 2 doors, 2 before going downstairs, Once down- 
wall gem slots, 4 shelves and an illu- stairs climb down the moving pit and 
sion. When the Long sword or Wand of start searching the walls for switches. 
Light are removed from either of the You will need to find 4 elemental 
shelves a pit will open upon the square stones before using the teleport on 
where you are standing and drop you this depth. 

through to the next depth. To avoid Take t ho stones to the 4 shelves by 
this, quickly walk backwards after the moving pits and place them on 
removing an object from the shelf. The the correct shelves after reading the 
illusion in this room hide's a pit which parchments. When all 4 gems have 
you can climb down using the rope been placed in the correct order a wall 
from the storeroom on level 1 . will be removed at X: 10004 Y: 10007 

Depth 3: Kill the guards in this room (Depth 3), In this room you will find 
to gain 2 more gems, The door at the Rod of Resurrection and an exit 
X: 10020 Y: 10008 leads back up to the door. 



LEVEL 3 

Several creatures need to be killed 
before you can start exploring this level, 
so make sure you have weapons and 
spells ready. Try not to hang about in 
one place for too long, and if things get 
rough head for the 'Sanctuary' room (to 
the West) to rest your characters. 

Goto location X: 1001 2 Y:10Q07, this 
switch will turn off the pit at X: 10020 
Y: 10003 giving you access to several 
rooms. Search the walls for illusions. 
Hack down the door to the cells and 
search for a switch. Search the grate at 
X 10018 Y:9999 and you will find the 
scroll of light. Go to the floor switch at 
X: 1 0008 Y: 10006 and turn on the wall 
at X; 10005 Y: 10004. 
now click the switch at 
X:1 0006 Y: 10003 to turn 
on the Fireballs, now go j 
back to the floor switch : 
and stand on it. The fire- 
balls will destroy the 
door at XI 0007 V: 10004 
and kill the creatures 
inside. When the crea- 
tures are dead stand on 
the floor switch again to 



turn on the wall, now get the sacrifi- 
cial knife from the room. Once you 
have found the white pearl key taks 
the knife to the long corridor with the 
moving pit and place it on the shelf 
after removing the scroll. 

To gain entry to the Guardroom 
climb down the moving pit in front of 
the door, search the guardroom and 
you will find a black pearl key which 
will open the door to the Legions of 
Death. 

Switches can also be found at 
these locations:- (X;10019 V:9996), 
(X:1 0007 Y9992), (X: 1 0006, Y:9995), 
(X:1000BV:1OOB). 
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LEVEL 4 

When you enter this level stand very Teleportation. Check your Magic Map 
still, the dungeon square you ace stand- to find the 'safe' squares in the 
mg on is a 'safe' location and you can- 'Stepping stone*. Eventually you will 
not be attacked while you are standing find a ruby key which will give you 
here. Wait for the guards to appear on access to the Zombies' room, 
the square in front of you, then move In the Zombies room, search the 
forward and attack them. When you West watl to find an illusion and a + 2 
need to rest your characters simply walk mace. Before taking the parchment 
backwards, onto the square, from the ■shelf at X; 10038 Y; 100 18, 

Head North and stand in front of the turn right and walk forward through 
door at X: 10027 Y;T 0000 and hack the the illusion, the small room here has 
door down. You will see a large floor a door which can be jammed with a 
switch on the square in front of you dagger, Now take the parchment and 
which is the trigger mechanism for 4 run to the small room, let the guards 
traps. To avoid being poisoned move in, one at a time and kill them. Don't 
forwards onto the switch and then forget to jam the door from the inside 
quickly move back again. You will be hit after each has entered otherwise the 
by a few spells, but they won't kill you. guards will open the door. 

Pressing the switch in 
the corridor with the 
traps will move a wall 
behind you and allow you 
to entef the 'Stepping 
stones'. 

Go East from the 



rooms with moving pits. 
Go down these pits and 
search for Turen's skull of 
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LEVEL 5 

As soon as you enter this level a skele- 
tal warrior will attack you. Kill the crea- 
ture quickly before anymore teleport 
into this location and then break down 
the wooden door to the East, Go 
through the door and stand on the 
floor switch then move left into an illu- 
sion to find a potion of healing, after a 
few seconds a confusion spell should be 
visible to the East. Follow the corridor 
with the flying spell checking walls and 
grates along the way. Eventually you 
will find a door. 



Head for co-ordinates X:1003B 
Y: 1001 2, here you will find a teleport 
which will take you to a room with 
several Zombies. After killing the 
Zombies press the switch at X; 10044 
Y: 1001 4 to remove a wall to the 
South. Find the switch in this rqom to 
reveal the Emerald key. Now use the 
key to open the door in the West 
tower. Save your game before climb- 
ing down the pits in the West Tower 
as some of these pits go down 
through 9 depths. 
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LEVEL 6 

Don't hack down any wooden doors on 
this level. The iwitch on the guardroom 
door also opens the door to the Drog 
kennel which releases 5 savage Drogs, 
so if you go into the guardroom don't 
forget to close the door! 

Get the Amber key from the guard- 
room, this will unlock the door to the 
Drog pit. When this door opens retreat 
back to the guardroom and close the 
door before the Drogs get out, Let the 
Drogs mto the guardroom one at a 
time before killing them. 

Depth 2: Before climbing down into 
the Drog pit give each character 2 
weapons and be ready to cast magic 
missile spells. Once in the pit turn left 
and fight your way to the West where 
you will find a door. Don't hack this 



door down! Double click the door 
switch. When the door opens run 
through into the room and the door 
will close behind you, now kill the 
Drog that followed you in. Keep dou- 
ble clicking the door switch to let one 
Drog in at a time until you have killed 
all of the Drogs. Pressing the switch 
at X : 1 002 1 Y: 9989 removes a wa 1 1 i n 
the key room, 

Press the switch at X:1 003 1 Y;9980 
to turn on the key room teleport at 
XI 0036 Y:99B2. Once hi the key room 
throw the kmfe down the left hand 
side of the corridor to remove the pit 
in front of you, now get the Topaz key 
from the shelf. Now go upstairs and 
use the key to unlock the door in the 
guardroom. 



LEVEL 7 
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South and go into the room. Get the 
lightning scroll and scribe it, Examine 
the pillar in the centre of the room and 
you will find A switches, press them in 
this order:- First press the one on the 
West wall, now press the one on the 
North wall. The War Drogs door will 
now be open. 

Go into the War Drogs room and 
examine the pillar. Press the switches 
in this order:- First press one on the East 
wall, now press the one on the South 
wall. Wow go back to the first room and 
you will find a passage that leads to the 
Armoury. Go past the Armoury and 
press the switch at X: 10022 Y: 10008, 
this will reveal a short passage leading 
into a large hall with pits and twisters. 
In the hall gotoX:10014 Y:100l2 and 
walk forward through the illusion, turn 
left and go to X:10018 Y: 1001 3 and 
press the switch on the West wall, the 
wall at X: 1 001 4 Y T000 7 will now have 
moved allowing you to explore the rest 
of the hall 

The pit at XI 001 Y: 1 0DOB is an illu- 
sion. Walk over this pit and go to 
X:1 0008 Y:1 0006 and press the switch 
on the South wall, this will open the 
'fountain of healing' door for about 12 
seconds. In the 'Fountain of healing- 
room press the switch next to the door, 
this removes a pit at X:1Q0Q8Y:10012. 

Go to X:1Q006 Y:10014 and press 
the switch on the East wall, this will 
turn of a pit at X:10013 Y:10013 and 
allow you to get the granite key from 
the shelf. Use the granite key to open 
the stone door at X:10007 Y;1QQ15. 

Go down the pits in the hall to find 
2 switch£% which remove a wall near 



the 'War Drogs' room. Use the tele- 
port m this room to get into the 
Armoury. 

At 'Launch' throw an object down 
the right hand side of the of the cor- 
ridor over the pit, this will turn of the 
second pit to your left. Now press the 
switch two locations to the East and 
take the breastplate from the shelf, go 
back into the hall an search the north 
wall for an illusion which hides s 
mighty axe. 

After taking the axe go back to the 
"War Drogs' room at the start of the 
level and get the Scroll of Confusion 
and the Agate key from the secret 
room, By now you should have 4 coins 
collected from the previous levels. 

At the 'Wishing well' do not throw 
the coins down ! Put the Gold coin in 
the cursor and climb down using the 
rope. When you land quickly drop the 
coin on the small floor switch to the 
Morth west. A pit will now open drop- 
ping you through to the next depth. 
Turn around ISO degrees and you will 
find an entrance to Edriks tomb' 

Use the Skull of teleportation to 
gain the 2- handed sword and shield. 
Take Edrik's bone from the shelf and 
identify it. Now go back to the wish 
ing well and use the rest of the coins 
to get to the bottom of the shalt. On 
depth 9 place the last coin on the 
floor switch to the Southwest.. 

Mow find the illusion in the East 
wall and press the switch before tak- 
ing the teleport. The pillar at X: 10019 
V 9999 near the entrance to the wish- 
ing well will now have been removed 
revealing 1 rooms containing spe- f 
cial items. / 



Farming Grain 

Always make sure lo keep some grain intensive, and you can build up a grain 

stored for sowing. If you forget and Slock pile without having to worry 

mi 55- a sowing season, you can lose a about maintaining it, 

whole year's worth of food 

Remember the grain you harvest has Building an army ■ 

to last for four seasons. Any fyne of weapon will at least dou- I 

When you .lllocnte labour for sow- ok the usefulness of your fighters. ■ 
ing. keep in mind whether or not you Build or buy weapons as soon as pes- 
will have enough men to harvest the sible. 

resulting gram, it will take 1.5 times Use maces and axes for a "ore 
as. many men to harvest as to sow If aggressive army as they are better on 
you won't be able lo fully Harvest the attack. Use spears and axes for a more 
crop, you may want to cut back onjfae defensiy^farmy. Arm your soldiers wrto 
sowing to save gram and labour, mace*, and spears if you are short on 

Don't overplant early on. One fi"W o<M as *^eif rvag'.'s will be less. 
can feed plenty of people, and io farm Archers any cross-bows are invaki- 
too many will hurt you fertility for lit- able for whittling down foes from a 
tie benefit. distance. No mo derate-to- large army 

Consider using grain when you are should be without them. Use knights 
starting out. It's the cheapest crop to if you can afford their wages and their 
get involved with, although it is labour doubled protection cost. 
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If your forces are large enough, and 
you placed a gatehouse in your cas- 
tle, consider taking or) the enemy in 
a battle but be careful - you don't 
know what the enemy is armed with 
until you attack. 



Defending against a siege 

If you plan on sallying forth, garrison 
your castfe with some armed troops. If 
you don't, then don't waste weapons 

inside the castle walls - use peasants 
instead 



Fighting a ground army -^^_^^_^^^_^__ 

Surround enemy fighters with more ed evenly amongst your attacks, so the 
than one fighter to attack from differ- fewer attacks you make, the more 
ent sides, Attempt to lure the enemy defenders there are for each one. 
into a marsh, and attack from the edge. When filling a moat, you should try 
Use knights to outrun or outflank the to fill an area wider than one square. 
enemy. Use archers at the start of the Larger openings allow you to place 
battle. Keep archers out of hand-to- more fighters, ladders and towers on 
hand combat with defending infantry, 
or they'll stop firing to attack. If you can 
lower the enemy's morale from a dis- 
tance through the use of archers, you 



the castle, 

When attacking a castle with fight- 
ers, ladders and towers, try to avoid 
locations that are one square away 
from a tower, keep or gatehouse as 
these structures give the defenders a 
bonus when repelling your attack. 



.»..■,, .„ 



without getting hit once. 

Eliminate enemy archers quickly if 
you can. Watch your morale. 

Assign builders to make towers or 
ladders. Hopefully m your third turn, the 
walls will have been partly destroyed so 
that you can place your newly built 
weapons on them. 

Try to attack from a number of fronts 
at once. The castle's defenders are divid- 



f ^BW 



_.\il#,n;oy jYijta MUUU#;&c 

SYour intrusion into our countu 
is unwant&L please wixftdraw. 
Offer gift of crowns to county. 

TOOO □ 5000 □ 10000 |~| 

Click right to ignore envoy. 
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Parting tips 

Makealltanc.es to divert some players' 
attacks from your territory. This may 
allow you to leave some borders less 
strongly defended - if your enemies 
can be trusted. 

Adjust your seasonal tithe only by 
small increments, and watch its effects 
on happiness carefully. If all your 
counties seem to be going sour at 
once, try lowering the tithe 

When attacking a county, it's good 
to wait for a season in which there is 
a merchant present. If you succeed in J 
capturing the county, the merchant 
may allow you to repair some of the 
damage done in the attai I; 

When you can at lord it, you may 
want to build additional gram stock- . 
piles in each of your counties. Then, I 
you won't have to worry about feed- 
ing any armies that pass through your 
land - the grain can take care of them, 



Getting started 

First of all check your soldiers 
and sack any that have a 
firing accuracy of less 
than about 60, Keep 
hiring and firing sol- 
diers until you have 1 ■ 
good marksmen. 
This may take some 
time but don't worry. 
The funding coun- 
tries won't kick up a 
fuss at long as you shoot down 
the UFOs with your interceptors. 
By the way, you don't have to go 
for every UFO with your 
Skyranger - the larger ones are 
the most worthwhile. 

Buy three Avalanche launchers 
and missiles and equip your intercep- 
tors with Avalanches only. They an? 
undoubtedly the most efficient. While 
you're at it, buy some Electro Flares and 
put them on your Skyranger. They come 
in handy for your graveyard shifts. 

As for your soldiers, equip them with 
rifles and grenades, then hire 30 more 
scientists and 10 more engineers. Let 
your scientists research laser weapons 
technology to produce laser rifles for 
your soldiers. 

If you still have some money left, 
start building your second base. The 
most efficient way is to build the bases 
roughly on the equator. If the first one 
is located in Florida, the second one 
should be built on the other side of the 
globe, in India or Africa. The next base 
could be in Japan, on the tiny pacific 
islands or in Europe. 

Meet the people ^— ^— ^ 
Now you should be ready for your first 
encounter with the aliens, if you've 
shot down a UFO, save the game. If 

it's dark, wait until daybreak before 
you send in your Skyranger If you 
can't wait, don't forget those Electro 
Flares. Move your soldiers under your 
Skyranger first and let them check the 
area. Turn them around on the spot, 
until you've covered the surroundings, 
then cautiously move them on, always 
leaving them some movement points 
for their automatic reactions. 

After a successful fight you'll return 
with lots of useful stuff. Don't sell it 
all, let your scientists research it. Start 
with Alien Alloys (which leads r- 
to Personal Armour) and then I 
go for Heavy Plasma (which h 
leads to Plasma Beam) If [ 
you've already researched I 
Plasma Beam, equip your 
interceptors with these 
weapons as soon as possible. 
Keep all elerium if possi- 
ble, it will be important later 
in the game, Of course, if an - 
alien attack on your base 
leaves you with S000 units 

^of Elerium, you cart sell " 
4000. 



Mind games 

If you are too successful, the aliens will 
start attacking your bases. Sometimes 
they terrorise cities as well so just send 
out your Skyranger and get nd of them. 

The aliens can only mind control your 
soldiers if at least one alien can see 
them. There are three types of alien that 
can do this: Sec to id Leaders, Sectoid 
Commanders and all Ethereals. 

Buy stun rods and try to catch one of 
them alive (having built an Alien 
Containment first, of course.) Research 
the living alien. Now you can build a Psi 
Lab and develop your soldiers' psionic 
abilities, same soldiers will get mind 
controlled more easily than others, so 
sack them. 

Recruit and sack soldiers and train 
them until you've got at least two or 
three with a psionic strength of 90 or 
more. Put your super brains on your 
Avenger or Skyranger and let them mind 
control the aliens. Even if they don't suc- 
ceed in the beginning, the practice will 
accelerate the development of their 
skills. Once their psionic abilities have 
reached 50 or more, they can even con- 
trol Ethereal s, 

Try to catch living alien navigators, 
physicians and engineers to research 
them. Alien navigators or engineers can 
tell you something about alien crafts 
and their weapons or about new facili- 
ties for tracking LtFGs. 

Finally, you'll have to catch a few 
alien commanders, They'll tell you some- 
thing about "Cydonia", Don't waste 
your time and money with weak inter- 
ceptors. Research the Avenger, send it 
to Cydonia and kick some alien butt. 
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Tactics 

You can use the 
Blaster Launcher like 
a can opener. Make 
your own entrance 
and send your sol- 
diers through. If you 
don't need anything 
from the craft, simply 
shoot it to pieces U^ 

with four Blaster 
Launchers and send 

in two or three sol- I . — 

diers to clean up the rest. valor, then go up and left or right. 

In a base, try to find the control Enjoy the explosions! Even if you 
room as soon as possible. The first don't like this form of fighting, it's 
Blaster Bomb goes through the tiny __^ — |^BT"\ worthwhile see- 
window at the side and^^^^^SJ* wg it. You can 
opens a hole in the second f^ find the elevator 
wall. The second Blaster - even in complete darkness. If 
Bom b goes th roug h thi s ho le to the ele- you pu 1 1 he curso r on it, you' 1 1 see the 

elevator rays. 

In the middle of the game, you 
should aim to have five to eight 
bases. In the first base you should 
have two Psi Labs, two Workshops, 
20-30 soldiers (two Avengers with 
about 10 soldiers each and 10 left 
behind to protect the base).. 50 sci- 
entists and 80-100 engineers. 
Building an Avenge* with only a few 
engineers takes a lot of time. 

Above all, save the game as often 
as possible If you lose a battle, or 
something goes drastically wrong, 
you can just reload and try again. 
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I Sports Management 

TACTICAL SIMULATIONS 



REALISTIC COUNTY CRICKET GAME 



THEY THINK IT'S ALL OVER. IT IS NOW. 

FOOTBALL MASTERS 5, THE BEST OF THE REST 3 




AVAILABLE FROM ALL GOOD LOCAL RETAIL OUTLETS. 

Ifyou hare any difficsJlt-jMn fi. • call nur off! r mmr-diately, 

NEW TRADE ENQUIRIES ALWAYS WELCOME. 

You can also BUT any of these games ty dlwt m*H frwr> ESP @ £2S.»? each incl. 



ESP Sflftwore. PO Box 557, Southend- on Sett, Esse*. SSI 2NB, England. 
TELEPHONE [Ql 702) 600557 FACSIMILE J01 7Q2) 41 3747 THE ONE 
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Football management is arguable more brutal than any beat-'em-up. And I'd like to 
take this opportunity to say, I love you Big Ron, please come back and kill Doug Ellis. 



ets start with some hints on how resigned, you can't v 

to get fid of those unwanted use them again, 
players. If you have someone on The nejtt 
the transfer list, and their 'Future' box cheat will <- 

indicates that certain clubs are inter- help you out i 

estetf in him, look at that club to see if when your 
they have got a full squad already. If goalie is a bit 
they haven't, raise your wanted trans- under the weather -- 
fer fee to the maximum allowed, and Go to the club's 
add another player to a club that is bet- details and select 'Another 
ter than your dub, Add the player to Club', Look to see which dub is just r 
the new clubs shortlist, and look to see above you on this screen. Go to 
if the player is written in yellow— indi- their squad details and see which play- 
eating an interest in the dub. If he isn't er is in the GK position, le reserve goal- 
interested, change the new club's for- keeper. If you like the look of him. you 
mation around to include as many posi- can have him on a free, season-long 
tions for the player as possible. If he's a loan and you can play him ever* when 
defender, put three central defenders, he's injured. 

both full backs and a sweeper in the Go into your squad details, and click 
formation, It is almost certain that this again on the number 1 shirt, Wow click 
will sway his affections. on any of your players names. Click 

Now approach the player with the again on the number 1, then click on 
new club. Bid the wanted fee for the the SWP box next to the shirt numbers. 
player, ie the maximum allowed. On Wow click back on the player you chose 
your second bid, pull out of the deal by to give the number 1 shirt to, and! click 
bidding nothing. Provided the other on the number 1 shirt again. You will 
bidding clubs have enough money, they see that the player that had the num- 
will bid this, leaving you to accept the ber 1 shirt now is the number 00. 
cash, resign the new manager and Go to your tactics screen and look at 
gloat over your newly-owned cash! your team. The goalie from the other 
Be warned — you can only do this team will be wearing the number 1 
for four players per week with each shirt- He can still play for the club that 
new manager, but once they've owns him, but he can play for you as 

well at any time. To move 
him to another shirt num- 
ivii* uoaESricM ber, just go into the squad 

■£^^ details screen and swap 
the number 1 shirt with 
the shirt you want him to 
play at. 

Wow, a hint on how to 

bring your younger players 

through. First buy some 

young players, and put 

I them up for loan. When 
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Done 




Antonio Conte - Contract 



they have been loaned 

out, look to see if they are FA Premier fron 

playing for the new team. Good i son Park 

If not, terminate their 

loan, and put them back Sosl for Evertcn! 

up for loan. When they FUERTDN i 

get to play for a club, you ft „« hinB< .. 

can leave them there all «w:Ei : - 

season by looking at them M 

when there is only one or bJ 

two weeks remaining of cw mo nn w m;c 

their loan spell. Go to ST A 

on their factfile and click on 'extend tral attackers. Tactic to use: long ball 

loan'. Click on 'allow approach' on the 2) GK, anchor man, left midfielder 

next screen, and bingo he stays for central midfielder, right midfielder 

another month. You can do this every support man. left winger, right winger 

time the loan is near to completion. 3 central attackers. Push all men for 

These next formations will make you ward. Tactic to use: long ball. 
wi n you r d ivi sion every sing le time, a nd This forma t ion ove r ru n s the o ppo 
give a Third Division club the ability to sit ion, and creates loads of chances for 
out-play and sometimes out-class your team. The problem is, the op pos 
Premier League clubs! It doesn't really ing team will score at every chance thej 
matter how good your players are for get. If you have two players, and you 
these, but obviously, the better they both play this formation, you will both 
are, t he better your team will perform, score on every chance you get. Thr 

1) GK, sweeper, 2 centre backs. 3 score will be a cracking 14-2 or 17-11 
central midfielders, support man, 3 cen- or any other ridiculous seorefine. 
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3) Loft midfielder, right 
midfielder, 3 centra! mid- 
fielders, support man, left 
winger, right winger, 3 
central attackers. Push 
everyone forward, Again 
use long tall tactic, 

Notice the lack of 
goalie — hence all the 
goals scored. 

One last cheat — how 
to make players retire. If a 
player (except goalies) is 30 or older, 
and you want him to retire at the end 
of the season, simply place him on the 
transfer list, fine him and insure him, 
Also, make sure he isn't in the team at 
the end of the season, He will now 
retire, leaving valuable space in your 
squad for other players, or for a young- 
ster to come up. 

If you want a squad of total reserve 
players to come up, sell all your 
younger players and buy old fogies. 
Then, at the end of the season, list 
them all and they will all retire. Due to 
you having no players in your squad, 
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ndreas Provchofsky of 
■ La ngenzersdorf, Austria 
. provided these, well, 
interesting cheats for Super 
Stardust — but remem- 
ber, they won't work on . 
the Original Stardust 
game. They're not offi- ,_ 
cial Team 17 cheats by 
any means, but try 'em out 
anyway, because they're 
good and hot. 



START 
1 TUNNEL 



26 lives 

FZWWWZRZHPI 



22 lives. 

FVWWWZRZHHE 
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the game will promote about 15-22 
youngsters from the reserves for the 
new season. 

if you want to sell a player, but your 
squad is too small, simply loan a player 
in, and then you will be allowed to sell 
a player. You can then terminate the 
player's loan spell and be left with a 1 5 
man squad, You can even sell five play- 
ers by loaning in five other players, then 
using the selling technique to sell them. 
Once the players' loan periods are ter- 
minated you will be left with a meagre 
eleven man squad. No selection prob- 
lems now! 
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1 TUNNEL BZWWWZRZHPE BWVWWZRZHHZ 

2 TUNNEL+1 SPECIAL MJSSION CZWWWZRZHPF CVWWWZRZHHB 

3 TUNNEL DZYWWZRZHPG DVWWWZRZHHC 

4 TUNNEL+2 SPECIAL MISSION EzWWWZRZHPH EVWWWZRZHHD 

These will provide you with: 

3-way: 7/1 Bouncer: 7/S Plasma: 7/Ei Flamer: 10/5 Burster; 2/2 Missiles: 9/ 
{Cheated power leuel/IVI.ix power level) 

This is the best tune-up possible: 



EZWWWZRZ HPH 
Level 3 way Plasma Burster Checksum 

Lives Bouncer Flamer Missiles 

lamer, missiles and lives are limited by the 
alphabet. If you try to power the other 
weapons up higher 
than my configura- 
tion they will not 
work. Also, if you 
look at the 
weapons selection 
screen, it still indicates 9/9 
for the Flamer, but it is in 
fact stag* 10 (try it out!). 
I experienced some 
yraphic problems in the 
tunnel sequence with 23- 
26 lives. 

Interestingly, if you 
sta it wi th 2 6 lives and col - 
lect another, the prob* < 
lem disappears, / 
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Been an Amiga owner for years? Then you'll love our fab new 
idea. Over the coming months, we're going to list cheats for over 
75 percent of all Amiga games ever released! Just cut out this page, 
stick it somewhere safe and in a few months' time you'll have the 
most comprehensive tips guide ever published. This month: most of 
the letter 'B'. And a bit of J C\ 
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BARD'S TALE 

To get loads of gold, transfer all 

the party's gold to one player on 

the Stats screen. Save him to 

disk, then load him back in and 
transfer it into another character. 



have done it to all the players, 

then exit without saving. Load it 

back in, and all your players will 

have the amount of gold equal to 

that of the en-tire party before. 



s£2S£tf 
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believing and gaining experience. Get . 

one of the mages to cast a special To get loads of gold, transfer all ' 

member a wind warrior (WIWA), or the party's gold to one player on 

something similar. the Stats screen Save him to 

* Now go on a fighting rampage, and disk, then load him back in and 

BARBARIAN (PsygllOf is) get about 2,500 GPs {which is quicker transfer it into another character. 

During the game, type 04-08-59, and in one of the dungeons, and it gets you Keep repeating this until you 

the screen will turn grey.You are now loads of experience points as well). have done it to all the players, 
invulnerable, but your character can still Then pool all the gold onto your spe- 
be killed by very high falls, and by the da I member and enter the Adventurer's 

flame-hurling horned demon in the Guild. Remove your special member, I have the amount of gold equal to I 
dungeon. To kill the final Wizard, you and then save him with the gold, then 
must have a shield. When his shot add him again. 

comes at you, use the defence icon, and Put the money in the bank, then er), type COW ABU NG A. When you start BATTLE 5QUADRON 

it will fly back at him. remove the special member, or just To play the game, you will now have Type ELECTRONIC on the intro screen » 

pool it to one of the party. Go to the infinite lives. Type EAT MY SHORTS on call up the game options editor. Type 
BARBARIAN [Palace) Guild and add the saved special mem- the title screen for the ability to skip lev in CASTOR during play, and the screw 
On the final level when you confront ber again, who should still have 2,500 els with the number keys.Try typing will flash green indicating that the 
Dnw, walk forward. When the first fire- GPs and now one of the party does as SHEEP IN A GROUP WEARING HATS at cheat mode is active. Both ships » 
ba 1 1 'co mes, j ump , t hen do a f orwa rd wel I. i™ e point for infinite I i ves . now i n vine b I e . Pressing F6 to F 1 w* 
roll into Drax If you can't even get that WIWA pools gold is then removed select different types of weapons, while 
far, then the best way to defeat an again with a total of 5.000 GP's. Keep BATMAN: THE MOVIE F1 to F5 will alter its power- 
opponent is to roll into him until he repeating until you die of old age. Each While the title page is displayed (one 

reaches the side, then kick him, Keep time you do it, your gold is doubled. If with Batman & Joker, type JAM M MM, BATTLE VALLEY 

doing this until you win. you are tired of waiting for morning to Keep pressing M until the screen turns Type ROGER MELUE THE MAN ON THE 

come, enter then exit the guild. Find a upside-down. The words CHEAT MODE TELE activates infinite lives cheat. 

BARBARIAN 2 (Psygnosis) band of illusionists and kill the front ON should appear at the top of the 

Hold down the HELP, M arid E keys to line. Have your castor conjure Disrupt screen. You also have unlimited lives. BEACH VOLLEY 

re dace lost enerqv illusion, and you will keep disbelieving Press F10 to skip levels. Retyping JAM- Type DADDYBRACEY to activate the 



and gaining experience points. 
BARD5 TALE II: THE 
DESTINY KNIGHT BART SIMPSON vs THE 

Find a band of illusionists, and kill off SPACE MUTANTS 

the front line. Make your caster conjure When the title screen appears (where 
Disrupt Illusion, and you will keep dis- the family are watching the TV togeth- 



MMM undoes the cheat mode. 



BARBARIAN II (Palace): ^ __ ^_^_ 

Step-by step walk-through: 

Level 1: left, left; right seven times, left, right, left, in the cave, and right. 

Level 2: right, up, left, up, left, left, nght, left three times, up, and left. 

Level J: up, right, right, up, left, right, up, right Jeft, left, up, left, left, up, up, 

right, right, left, left, up. 

Level 4: hit the fireballs, then try to leap across. Use an overhead chop to hit 

the pit Demon's arms, and repeat until he's dead. Wait until Drax pauses 

between spells, then hit him with a flying head chop ! Instant death I 
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BATTLE ISLE 

Level codes: 

FIRST 

1 GHOST 

2 GAMMA 

3 MARSS 

4 EAGLE 

5 METAN 

6 FOTON 

7 POLAR 

8 TIGER 

9 SNAKE 

10 ZENIT 

11 DONNN 

12 VEST A 

13 0XXID 

14 DEMON 

15 GIANT 
; 16 COMMA i 



17 PHASE 

18EX0TY 

19 MOUNT 

20 FIGHT 

21 RUSTY 

22 FIFTH 

23 VESUV 

24 MAGIC 
"25 SPACE 

26 VALEY 

27 TESTY 

2 5 TERRA 

29 SLAVE 

30 NEVER 

31 RIVER 

32 EURGP 

33 STORM 



level skip Option, The screen will flash. 
and you can then t press F 1 to skip lev 
els. 

BETTER DEAD THAN ALT 

Typing CHAMP then pressing Help w* 

show you the cheats available. 

Cheat keys: 

F1 Scatferbolts 

F2 Multi Fire 

F3 Auto Repeat 

F4 Armour Missiles 

F5 Stun 

F6 Neutron bomb 

F7 Clone Ship 

F8 Shield 

F9 Skip Level 

F10 Extra Power Bars 



Level codes: 

1 ELEKTRA 

2 SYZYGY 

3 DRAMBUIE 

4 PLUG 

5 SOPRANO 

6 MAYONNAISE 

7 FAUCET 
B POTATO 

9 WOOMERA 

10 NARCISSUS 
H DEBUTANTE 

12 FIRKIN 

13 ACOUSTIC 



14 TRIPTYCH 

15 JABBERWOCKY 

16 WHIMSICAL 

17 CORNUCOPIA 

18 PUNJABI 

19 TIDDLY POM 

20 KEWPIE DOLL 

21 SEPULCHRE 

22 EUPHEMISM 

23 GRAMMARIAN 

24 CROSSWORD 

25 QUARANTINE 



BARDS TALE III: THE 
THIEF OF FATE 

For a bit of fun say Hamburger to the 
guard at the Mad Gods temple, 




BEVERLY HILLS COP 

Click past the high score screen onto 
the select difficulty page. Type MELLIE, 
and you will be able to access all the 
games. 

BEYOND THE GATES 

Typing THE END OF TIME DRAWS NEAR 
will call up a full character editor that 
enables you to change your stats and 
add any item to your inventory. 

BIO CHALLENGE 

Pause with the Escape key, and press- 
ing G will advance you to the end of 
level guardian. 

Level J: Get the green armour as 
soon as possible. If you have all of the 
amulet, don't go to the sphere unless 
you have collected at least four lots of 
monster remains, because you'll need 
them to battle the end of level 
guardian. He's a bit soft in the head, so 
time your jumps carefully and hit him 
there. 

Level 2: There are four planets to 
vis.it; go to everyone if you want to get 
mammum points. Again, the green 
armour is very useful, so get it as quick- 
ly as possible. There's loads of ammo 
for the guardian of this level r unfortu- 
nately that means there are loads of 
monsters to deal with. The back of the 
guardian's head is his weak spot. 

Level 3: Stand on the slabs, and som- 
ersault. There are sih planets here, and 
the transporters are more difficult to so; 
so you have to watch more carefully. 

BIONIC COMMANDO 

Exit from level 1 exactly when the timer 
reads 1 far nine lives and a super high 



BLOOD MONEY 

Press HELP, and then the 1 or 2 key, and 
you will restock your supply of lives or 
money respectively. 

BLUES BROTHERS 

Wait until the character selection screen 
appears, then type in HOULQ to give 
you infinite lives. Mow press the appro- 
priate number key (1 to 6) for the level 
you want to play, then hit the space 
bar. When finishing a level, get the sec- 
ond of the two flags, and you'll keep 
your record collection through to the 
next level - 



BOMBUZAL 

Level codes: ; 
8 ROSS 

16 RATT 
24 LISA 

28 SINK i 

32 DAVE 

36 BIKE 

40 IRON 

44 BIRD 

48 LEAD 

56 WEED 

60 VASE 

64 RING 

68 PILL 

U GIRL 

76 SPOT 

80 GOLD 

34 PALM 

as OPAL 

92 LOCK 

96 SONG 

BRAT 

Hold down the 1 

the 1 ,/and * keysd 

levels. 

Level codes: 

1 BISHIGMO I 

2 MIHEMOTO 

3 SASUTOZO 

4 5UMATZEE 

5 NOKITAGO 

6 ITSANONO 



a*a*.i «• -.-, 



100 SAFE 
104 FIRE 
108 WORM 
112 LAMP 

120 TREE 
123 SINK 
136 BIKE 
144 BIRD 
152 TAPE 
160 VASE 
168 PILL 
176 SPOT 
184 PALM 
1 92 LOCK 
200 SAFE 
208 WORM 
216 NOSE 
224 EVES 
232 HAIR 
240 SIGN 
248 MYTH 



/ and * keys, or 
uring play to skip 



7 M0Z1MATO 

8 H0ZIT0MO 

9 MOKITEMO 

10 ZUMOHATO 

1 1 CHANASTU 

12 NAGAITSU 
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BONCCRUHCHER 

Level codes: 

I Golemstench ; 14 B 

5 Scarab ; 15 B 

6 Web of Death ; 16 K 
9 Underground i 17 h 
IQDeathchamber j 18TI 

II Golemscave j 19 C 

12 Hornslut j 20 L 

13 Slimehole ; 2 1 S 



14 Blood smell 

15 Bonepowder 

16 Nightmare 

17 Monsterbreed 

18 Thunderstorm 

19 Creepycave 

20 Liquidation 
22 Strata Gem 



BRAIN BALL 

Level codes: 

2WELLD0ME \ 

3 PPHAMMER 

4 FORTUNE 

5 READY 

6 STEADY 

7 MO GO 

8 JOYSTICK 

9 RUTODFGP 

10 DEMISE 

11 BIGAGNUS 

12 CHIPCHIP 

13 HATTHATT 

14 FRANKLIN 

15 PJOTRE 

16 HUI LUIS 

17 ESCAPE 

IB CONTROL \ 
19 SPACE 
20AMIGAFUN 

21 LAMBADA j 

22 ERTERZUT 



23 LEVEL23 

24 BIGDREAM 

25 CINEMAXX I 



26 SMARTIES 

27 LOGOGO 

28 SOU ARES 

29 SPEEDIE 

30 SERPENT 

31 FLIPPER 

32 COFFEE 

33 DOENER 

34 MO COKE 
35SMOKIE 

36 ALLSTAR 

37 SOFTWARE 

38 COMPUTER 

39 DISKFULL 

40 HARDWARE 

41 HOOLIGAN 

42 LEVEL 412 

43 QWLPARTY 

44 FREESHOT 

45 BIERZELT 

46 IAADAADI 

47 LAADAADA 



48 NOWAYMAN 

49 RUSHRUSH 

50 THE END 



BS5 JANE SEYMOUR 

Level Codes: ; 

2 SLUMBER Also: 

3 INTEREST I WROOM 

4 BULKHEAD \ BLACKOUT 

5 SHOWP00M HAMPERED 

6 MUSHBASH I ROOKIE 
10 VICTORY WARRIOR 
12 FRENZY TRAPPED 
14 CROWDED : HANDYMAN 
16 VOLTAGE j RADIATE 

1 8 PRIMATE ; GLOOM 
20 TRIUMPH MADHOUSE 

BUBBLE BOBBLE 

F1 ; advance one screen 
F2: advance 6 screens 

.--* i MM 

IS 

If you can get to boards 10, 20, 30440 
withou t dying , a door will appear to take 
yOu to a secret level. Wait a few seconds 
on boards 7 & 22 until the umbrella falls, 
then grab it to warp ahead 6 levels. On 
the first screen, bubble the first two 
monsters and then fill the screen with 
hundreds of bubbles. Hold down the lire 
button after losing your last life, and 
you'll get another set of lives, although 
your score will be reset- 




On level 1 00, jump on the small plat- 
forms to collect all the green potion 
bottles, and they will give you lightning 
bolls. Jump down alongside the wall, 
and shoot the monster. After 100 hits, 
he will turn into a bubble, which you 
can burst to complete the level. 

Or: on level TOO, as soon as you 
appear jump up and get the lightning 
bottle, then fall to the bottom left-hand 
corner. Face in to the corner and fire 
like hell. The big guy at the end very 
rarely goes into the bottom corner, but 
if he does don't worry, just repeat the 
process. After 25 hits with the light- 
ning, he will be inside a big bubble. 
Burst it. 

If you get to levd 20, 30 or 40 with- 
out losing any men you will see a set of 
doors appear. Enter them and you will 
be transported to a secret screen. If you 
reach level 50 without losing a life, you 
wilt get an umbrella. Which will trans- 



port you to level 70. 

BUILDER LAND 

Level Codes: 

1 BUILD 1 

2 YOTTHA 

3 BEARBY 

4 0CTOPY 

5 DIABLO 
6GOTIUS 

BUNIBY'S ARCADE 
FANTASY 

Level Codes: 

2 ACCESS 

3 BUTTON 

4 ISLAND 

5 PRETTY 

6 WINNER 

7 ZOMBIE 
6 LOVELY 
9 SYSTEM 

CAPONE 

To find a "special bonus", go to the 
front of the Post Office. Shoot the ball 
at the top of the flag pole, and your 
score will go up. If you shoot it again, 
you'll see a screen with programmers 
on it. Shoot it again, and you'll be invin- 
cible, standing in the bank. At the end 
of that round, you will start at the 
beginning with warp speed, 



BRIDES OP DRACULA 

When you're Dracula, go right 
from the first screen and turn 
the first two women into vam- 
pires, taking them back to 
their coffins. Then return to 
that screen again, walk 
between the lift and the sec- 
ond table and crouch down 
just past the skulls on the 
floor. A vampire should then 
appear ready to be put into 
her coffin Do this again and 
again to get all eleven vam- 
pires, and then polish off Van 
Helsing before he knows > 

what hit him. / 




CABAL 

Type 5CH LI KA during play. The border 
will flash, and now F2 finishes the 
tori, Remember: you can still aim the 
cross-hair, even in pause mode. Now 
you can position the crosshair over 
the motionless bodies, then unpause 
the game and let 'em ha 



CAPTAIN BLOOD 

When you encounter a particularly 

friendly alien, ask it the following ques- 
tion using the alien icons: CODE GG1- 
The alien will then give you the coordi- 
nates of another alien, called GG, Go to 
the specified planet, and ask GG for the 
coordinates of all the other aliens 
around by asking CODE INFORMATION 
HELP, If that doesn't work, then type in 
the name of the alien after the word 



CAPTIVE 

Combos for bases in Mission Two: 

Masgot TR,BL,TL,BR 

Traphet TL,BLJR,BR 

Phoopet TL,TR,BL,BR 

Sodcket BL,BR,TL,TR 

ZaitetTLBR,TR,BL 

quelosod TL,TR,BL,BR 

SaldetBLJLJR.BR 

MieusiaTL,BLL,TR r BR 

PasdetTL,TR,BL,BR 

Leatod BR.TR/HLBL 

CARDIAXX 

Press the pause key, type in the name 
RACHEL, hold down the SHIFT key and 
tap the G key to freeze the time limit 
For infinite energy, pause the game and 

type the name CAROLILV. 

CARRIER COMMAND 

Before starting, type GROW OLD 
ALONG WITH ME fwtth spaces), and 
then use the +■ and - keys on the 
numeric keypad to view all the objects. 
In the game, pause and type THE BEST 
IS YET TO BE (with spaices), The game 
will restart automatically, and print 
'Cheat mode activated' in the message 
panel. 

When paused, pressing + and - on 
the numeric keypad toggles Manta 
invincibility. The flying craft are no 
longer vulnerable to aerial attack, 
although collision with large objects is 
still fatal. Once a course has been pro- 
grammed for the carrier. Manias or 
Walruses, engage autopilot and click on 
pause. Pressing 3 on the keypad and 
'""Vun pa using again takes the corre- 
■ a A 1 ^ponding craft directly to its desti- 
1 (#Z J nation. Pausing and pressing 2 



replaces lost shielding, while tapping 1 

refuels the craft in question, 9 shows 
the current difficulty level, 7 speeds up 
the game and 6 brings up the pro- 
grammers' test palette, of all things. 

CAR-VUP 

Enter the following on the high- 
score table: 

WHOOPSIE - start off on the prehis- 
toric level 

PUSSYCAT - receive nine lives. 
BUMPER ■ give your car infinite 
bumpers, 

ARNIECAR - 100,000 bonus points 
WOAARRGGH - Gives you speed turn 
RJ.TQONE - Infinite lives 
BARMY CAR - Gives 1000 points 
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CASTLE MASTER 

After the game starts, press shift, Land 
the RMB lots of times until you hear a 
noise. Look forward and you will see 
four coloured boxes. Shoot them for 
infinite lives, all ten keys, the ending or 
rock travel. 

CAVE RUNNER 

Get to level 2, then type SUB B BOYS 

(including spacesJ.The screen will flash 
blue, and then use the following keys; 
F1 Gives nine lives, 
F2 Sets the timer to 99 - useful for level 

D, F3 Jumps to newt level. 

CHAMBER OF THE SCI-FI 
MUTANT PRIESTESS 
(KULT) 

Vou don't have to complete all five 
Ordeals. Instead, go into the tunnels 
(from The Noose) and wait an hour. 

Then leave the tunnels and go to the 
Master's Eye. Wait around until the 
master dies. Search his body for the 
whistle, use it, and a panel will open 
up. Reach inside and grab the egg. 
Voila! 



CHAOS STRIKES BACK 

Find a draqori. and cast WON ZO GOR SAR and hit ESC to pause the game. 

Hold down the ALT key and type in LORD LIBRASULUS SMITHES THEE DOWN. 

Unpause the game and slay the beast. He leaves behind a firestaff, and your 

party will be invincible- 
Undocumented Spells are: 

GOR IR KU - Detects Monsters 

GOR IR ROS - Detects fake walls and "invisible" (actually hard to see} pits 

GOR IR DAIN - Detects "magic ' 

ZO IR NETA - Anchors the map at the point of casting, so that as you move 

around, the map view stays at the anchored position. 
Here's how to kill a dragon: 

1) Prepare all your players with MON IR VEN spells (mega poison cloud) 

2) Usethe green freeze life box on the dragon 

3) Cast the spells, and then double up on each player 

4) Wait... dinner will be served soon 



CHAMPION DRIVER 

Level Codes; 

1 india 

2 bravo 

3 charlie 

4 foxtrot 

CHARIOTS OF WRATH 

When instructed to press Fire to start 
game, instead move the joystick for- 
ward, You will activate infinite lives. 
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THE CHAOS ENGINE 

Level Codes: 

World 2: FKH QFM 2BX 6WB 

World 3; PFN HHO #L2 #BX 

W0irld4:62K BCR#349N2 



CHARLY 




Level Codes: 


2 6: ATOM 


2ROOM 


27:TALK 


3:CLAW 


28:COAT 


4: NEST 


2 9: LOAD 


5:WORD 


301IFE 


6:FISH 


31:PICK 


7:AUNT 


32:POST 


8:RUSH 


33:RING 


9JUBE 


34:GREV 


10;RICH 


35:BE5T 


11:HAIR 


36:DEAD 


12SPOT 


37: KNOB 


13:NAMt 


3S:TASK 


14:EDGE 


33BOSS 


15:DEEP 


40:LAND 


16CASH 


41:FREE 


17:SALT 


42: BANK 


IS. PACT 


43:BABY 


19: FIRE 


44:STAR 


2CLSTAG 


45 -HINT 


21:LEAP 


46:CHAT 


22:WORK 


47;FOUL 


23 GIAS 


48:CALL 


24: LOOP 


49:UNE 


25:DARK 


SOlBEER 



CHASE HO: 

During the game, press and hold the 
left mouse button and fire on the joy- 
stick while typing GROWLER, Pressing T 
will then reset the time back to 60 se<- 
ondi. Also, after Nancy has told you 
about the car you're after, press the 
space bar repeatedly until the game 
comes on. Your car should now be 
doing over 1000 Kph. 

CHASE HO II 

Hold down H and <F5> while the 
game is loading, now all the road- 

side-obstacles will disappear.Type IN A 
GARDEN IN (with spaces) then press the 
following keys for their effects; N — 
Skip Levels 1-6 Level number W — 
Rockets T — More time- If the pass- 
word doesn't work try either IN A GAR- 
DEN on the title screen, or the pass- 
word with no spaces. 

CHIP'S CHALLENGE 

Start the game, then press f , and the 
screen will flip, Enter 5AGITTARIANS 
MAKE BETTER LOVERS to give you an 
infinite supply of keys, shields, ice boats 
and magnets. Enter I THINK THEREFORE 
I AM so you don't need to collect chips 
to escape. Now you can press C to skip 
to the next level. Pressing F will return 
you to the game. 
Lgvel codes: 

I bdhp 2 jxmj 3 etbq 4 ymcj 5 tqkb 

6 wnlp 7 Ixqo S nhag 9 kcre 10 vuws 

I I enpe 12 wvhi 13 ocks 14 btdy 15 cu^q 
16skkk 17ajmgl8hmjl T9 mrhr 2D Jtgfp 



200 TOP AMIGA GAMES 
OR ONLY £19.99 POSTPAID !! 



/ 



Some of these Games Were Sold At More Titan £2<i Each! YOU gel the 
LOT For less 1 hail Ofl.lM*!!! 

This massive < ompilation of FANTASTIC Games Normally Retails ai 

hundreds of pounds!!!! 

YOD CANT LOSE!! 

Don't Miss Out * Order NOW FROM: 

FUT1 RE SOFTWARE (T.O) 

Depl A, H Magnolia Park,l>umiiurrv,l!tlfiist HI 1 7 OPS. 

ALL AMH . AS FAST DESPATCH ON ORDERS 

OVERS! AS ADD £2,00 



...STILL THE BEST 



COMPUTER-A-RACE+ £19.99 

THE FINAL EDITION 

CQMPUTE-A-RACE+ Oilers 
unrivalled accuracy and unbeatable value 
(Amiga only i 

WHAT DOES IT DO? 

COM FUTE -A FLACE+ is A Horse Racing 

Prediction Program that can tonscast faces, 

selec-1 betg, calculate return and much more 

IS IT COMPLICATED TO USE? 

No. Features an ease ot use. Wilhin dlays 

mputinrj a ran will be second nature. 

WHEN &HQULD I ORDER? 
I Mow. . Belling far prolils 15 belling far fun. 



Cheques P.O. payable to 
HANDISGFT (Mail Order ONLY) 

Handisoll, 37Hearsall Lane, 
Spon End, Coventry. CVS 6HF 
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ALL AVAILABLE 

TrTLES IN STOCK 

TO * CDTV TITLES COMPATIBLE WITH C&32 

90 * C032 TITL6S ' 30-. VIDEO CD TITLES 
gAPPQcmvi-ynt rf.iWr'j.iiHi f- stx-nwm- :\ STOCK 



^J.IA|.|iJW V?B(H 

Rji>Ensr*.POusTt™*i 
jEis'RfcE q&» 

*SS*5B«6CO £i* » 
5EHC MAll* till IN 
FRE3H FSH T £11) VI 
it Oil PnASt ' i i»»j 



l«£VM |Vjoil-.,-M» 

mi nivi f.»m 
r,nt:cCHKCia*.B! 

' .Ml. >•■:.. i I !■>.>! 
MAN I I iPU mil 
AU^ETlfl^W 
MM COU.ELTEH £5* M 
L« ART PCS E1»Ji 



2QQLat3.ES 



SPECIAL Of FEBS 

ARABIAN NH3HTS ».S9 



TMS6JC61 4 SMALL SELECTION Of ■ 

TITLES 4 SPECIAL OFFERS WE HAVE 

hi t-t.:?* WflirF pa rin<3 Ftrja the latest list 

WE AlSO STOCK THE COMPLETE ALMATNtflA, 

OfTONlCA PC MF U WT IRQ SCIENCE B W3ES 



CAPRI CD DISTRIBUTION 
OEFTONE1 . CAPFl HDUEE. D DEAN ST, HARLOW. FJUCKE 

0^, TEL.FAX 062S-ltf 1D22 

MP' Tfi*L€ EhOURESrtELCOte 



BUS STOP PD 



UTILlTtES 



CA A-DuUE WORKSHOP^ I 

ICON DESIGNER 
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KNOWLEDGE!!" 

TELEPHONE QUIZ 

Play CHOOS JBJECT by picking your 

subject and answering at least 3 questions 

correctly to enter our prize draw I INSTANT 

WIN by answering 10 questions correctly first 

time to win a prize 





Well the festive season is upon us, and the stockings are burning gently in the fireplace 
while the smoke detector sits helpless due to uncle Bob having put the batteries in his new 
Casio keyboard. Oh look, Santa's brought me some tips. How very original. 
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BANSHEE 

Core 

Ta to someone by the name of 'The Sas 
67' from Eccles who, though having a 
stupid name, has sent in a cheat for the 
A1200 version that gives you a level 
skip- Simply type in 'FLEV1 T on the title 
screen er during the intra and press 
return (press any f-key to jump). Also, 
enter 'I AM EXQUISITELY EVIL' at the 
same point for a bit of fun (if you con- 
sider killing polar bear J to be fun!} I also 
happen to know that CD32 owners of 
the game can get the 'Gore mode' by 
entering a high score as MARY WHITE- 
HOUSE, while KANNIJADE KREW gives 
you invincibility with the opt ion to skip 
levels by pressing the two shoulder hut- 
tons together. 

SENSIBLE SOCCER 

Renegade 

Er... thanks ever so to Ben Riley from 
West Australia for this, well... wonder- 
ful little idea for the supremo soccer 
game that is Jens/. What you have to 
do is. at about the 90th minute of a 
game, position one of your men over by 
the boundary line to the right of the 
screen. When the final whistle goes, 
your man will be the first off the field 
and into the changing room. This 
means that he'll get a nice hot shower 
and be all happy for the next game. 
Yes. Thanks for that, It's truly brilliant 
(have you considered counselling?) 



QUIK 

Titus 

Thanks to the numerous people that 
have sent in this little discovery on the 
Titus platformy romp. On Desert level 

2, when collecting the dock, walk off 
the left of the ledge and the level will 
be complete, Stunning! 

ALIEN 3 

Virgin 

Once you're into the first level, by tak- 
ing out disk one and replacing it with 
disk two, you can move on to a later 
level after letting your time run out 
""V {the chest bursting bit an' all). 
\ Ignore the briefing screen, and get 
104 J to some serious alien bashing! 



FRONTIER 

Gametek 

I'm still getting tons and tons of queries 
about this classic, so needless to say I 
was more than thrilled to receive a new 
bug/cheat from an Inge Raftesefh of 
Norway. Thanks very much indeed 
mate, and the chest goes, a bit, like 
this... 

1 . Buy a Tiger Trader, but don't both- 
er with a crew. 

2- Sell the hyperdrive and buy 10 
MB4 mining machines and an escape 
pod. 

3. Mow simply activate the escape 
pod and then land it. 

A. As usual after ejecting, you'll 
receive an Eagle Fighter (20 tonnes) 

5. Ah! But when you chert the 
inventory you'll see that the MB4s are 
still on board! Sell these, and apart 
from making a bit of dosh back, you'll 
increase the Eagle's capacity to 320 
tonnes.. Hello! 

This ship can hold up to a class 6 
drive, giving it a range of 288 light 
years! Even with a class 4 the range is 
128 light years and 'normal' jumps only 
takes hours. Needless to say, this ship 
is ideal for those nasty timed military 
missions (and just about everything 
else!) Incidentally, does anyone know 
what "Jassa, du kan Norsk? Meget bra, 
meget bra" means? My guess is "Do 
you speak Norwegian? Very good , very 
good" but I'm not surel I just like it 
because it includes the word 'bra' 
(chortle chortle!} 

PREM. MANAGER 2 

Gremlin 

Well you've asked and asked, and I have 
reluctantly agreed to accommodate all 
the sad perverts out there (which 
sounds a bit suspect in itself) by print- 
ing the infamous 'Breasts and Legs' 
code for the club secretary. Just don't 
let anyone know I was the one that 
told you! Go to the phone and type 
0898S9, You'll have to work out what 
else to do for yourself I 

GLOBDULE 

Core 

Thanks to the many people who've sent 

in the World codes for this recently 



budgeted puzzler. And the complete 
list goes... 

1, HFCNASAKEZDV 

2. UDDCASNZEZDV 
3.TLPPA5NQEZQZ 
4. SHPWASBNEZEP 
5 UAQNNTOGEZDR 

6. EZPSASBREZRX 

7, WHQQASSBEZUJ 
6. 5VQBASSSEZVP 

9, SKCUNVNNSBDR 

10. FGCQNWNHFCDK 
11-VGPHOMiAASS.DR 
12 GOEBOQBUSWDR 
13. RYQGOYNZGEDR 

KID CHAOS 

Ocean 

Denis Wilson has very kindly sent in 
some codes for all the worlds on this 
interesting little platformer. 
Secret Garden — NONE 
Toxic Wasteland — ULBDKEAJNA 
Toy Factory NMOHCKGLGAB 
Techno City — PFQOOAAICKTN 

SUPER STARDUST 

Team 17 

Ta to regular tipster Alex Simms for 
these loverly little codes. 

BZZZZZZZZZB — Warp 1, with 25 
lives and full power-up s 

CXZZZXZWWQS — Warp 2 and spe- 
cial mission, plus 20 lives 

DWZZZWZTTLD — Warp 3 with 1 5 

lives 

ENZZZTZALPO — Warp 4 and special 
mission plus 10 lives 

ZZZZZZZZZZZ — Cheat mode = 35 
lives and full power-ups 

RAILROAD TYCOON 
CIVILIZATION 

Micro Prose 

A little chunket of software doth flap 
its pretty little wings towards a Mr Mark 
Elliott of Nottingham (who's been with 
us since July '92 — good fella!) for 
sending in a couple of cheats for the 
two excellent Sid Meier classics above. 
Firstly, Railroad Tycoon.. Okay, first 
f reeze the ga me an d go to the Regional 
Display. Now put the mouse pointer 
over the area that displays your money 



and press SHIFT and the number 4 (for 
the* sign). Each time you do this, you'll 
receive an extra half a million doolons 
once you go back into the game- Next 
up is a cheat for Civilization that allows 
your settler units to perform their tasks 
in just one turn... When you've set a 
settler unit to work on, for instance, irri- 
gation, click the mouse on the settler 
unit again and a box will appear in the 
centre of the screen with the settler unit 
having an '!' on it. Click anywhere in 
this box and the settler unit will start 
flashing. Press T again, and then repeat 
this process five timeSj and the square 
will now be irrigated in the same turn. 
This also works for mining (1 turns) or 
roads (2 turns), This is incredibly use- 
ful, especially on the two harder levels 
when you have to expand very quickly, 

ZONKED! 

Psygnosis 

Ta very much and cheers to young 
Kevin Hoyle from Bolton for this little 
gem. By pressing Esc on the title screen, 
a password screen will appear. Enter a 
string of zeros, making the last digits 
show the level you want (i.e. 
0000000010 ■ level 10), Doit quickly, 
as the password screen goes again. 

F1 GRAND PRIX 

Micro Prose 

Nicholas Hart from Luton has written in 
to say: As this has just been released on 
budget, l. thought you might like to 
know this little cheat. If you're not 
doing too well, pull into the pit lane, 
but don't go into the pit, Now wait 
until the race has been won, then accel- 
erate. As the race is already over, they'll 
not change your tyres, but they'll say 
you've won the race! 

THEME PARK 

Bullfrog 

We've had tons and tons of requests for 
Theme Park (A1200) cheats, so do try 
out this little doobie, as suggested by 
Glen Clough of Newcastle: When asked 
for disk 3, hold down the C key and 
insert the disk. Keep the key held held 
down, and when the game continues, 
you should have tons of money, 



GAMES 



MATT'S SHOW- 



.Jl the surge/ 
>u git! There. 



>ok. Let's gel one thing straight. I've got a 
•ge pile of games here. Some are great, 
some are not. When it comes to Snip Tips 
and Surgery prizes it's all very 'lucky dip'- 
like, so stop sending back the crap ones, you 
ungrateful gits. Yours, Matt The Medic. 



MEDICATION REQUIRED 



Dear Matt The Medic, 
I recently bought King's Quest 6 and 
am seriously stuck in the catacombs. 
Can you draw me a map? 

Ian Degaefarro, 
Malta. 

Ian, I'm afraid that space doesn t allow 
me to draw you an entire map for that 
level, but I can at least give you the 
solution for the catacomb ares. Just 
stop reading when you want to carry 
on yourself (it'll make your game last 
longer believe me>) Okay... walk N, N. 
£, F, W to get to the skull room. 'Hand 
on' the pile of skulls to take one, and 
WatkS, W, W, N, Wto spike maze. Get 
through (1st time only) and walk W, N 
to room with shield. Take shield and 
/valk N, W, N. W. W to crypt. Take coins 
dead man's eyes and walk E, E, 5, 
to crushing ceiling room and throw 
bricks into gears to stop crushing. Walk 
£, E, N, E to trap door and fall to level 
2. Use tinder box on Alexandra's eyes 
to light room and walk W. W. W, W, W, 
S. S. f to find cul-de-sac room. Use hole 
to look through watt and spot mino- 
taur. Walk W, W, W, 5, S, 
E, N, N to find entrance. 'Hand on' 
tapestry to open door to lair, and walk 
over to pit and use scarf on minotaur. 
Watch minotaur and celeste cartoons. 

Deaf Matt, 

I've been playing the brilliant Frontier: 
Elite 2 for age-5 now, but every brine I try 
to complete an assassination, I just end 
up sitting there while my target does 
nothing. What am I doing wrong? 

Paul Flint. 
Suffolk 

Basically, the assassinations are hard 
enough at the best of times, but there's 
also a bug in the game that means any 
targets launching from an orbital sta- 
tion, er... won't. It's also not worth 
bothering unfess you've got a high 
hyperspace capability, a hyperspace 
analyser and a radar mapper Don't 
start fighting around planets as you 'II 
get into trouble with the full, so just 
launch a few naval missiles and bugger 



a ff into space as soon as possible. 

Oh. one other thing. I've had quite a 
few people saying that the Frontier 
cheats I give out don 't work. This is like- 
ly to be beca use bugs which appeared 
in the original release have been 
removed from later versions, Shame. 

Dear Matt, 

Alright. I've killed lots of things, I've 
sold lots of things, and I've flown 
around a lot. So why the bloody hell 
can't I get above Dangerous as far as 
the Elite rating in Frontier goes? I was 
under the impression that it didn't mat- 
ter how you played the game, but my 
trading/passenger tactics obviously 
aren't doing the job. What should I do? 
Dave Wright 
Portsmouth 

Though you can play whatever sort of 
game you fancy within Frontier, it will 
affect how fast you progress because 
you obviously won't have as many bat- 
tles as a trader as you would as a pirate. 
There's a simple currency system 
employed which basically says that for 
every 256 ships you kill, you get a 
"Right on Commander" message. To 
get up to Competent you need two 
messages, to get to Dangerous you 
need four more, and a further eight 
more to get to Deadly. After another 
sixteen you'li get to BUTE, but this 
means, maths fans, that you must kill 
more than 7,500 ships! 

Dear Matt, 

When all else fails, grovel, so... 'Oh 
great master, the all-knowing one, the 
oracle of that which walks this Earth of 
ours, can you help mc, please? (I like 
that.. Nice opening MTM) I'm trying 
to play Dart Seed, but I can't make any 
more progress. I've been through the 
mirror, got the microfilm, taken it to 
the library, read it, got the stone and 
ear keys, energised the stone, but can' I 
get any further. I tried to get the back 
issue of The One with the solution, but 
it was sold out. Please help. 

Mervyn Stutter, 
Cfacion-On-Sea. 
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■ a repry to Michael 
ng's plea for help with The Killing Cloud, saying that though he 

it know arty codes, he does have a cheat Type in 1 KILLING (try 

.i and without nd you should get 2S pups 

ets. 

Ooc Ricky io has a cheat that should help Novembe 

Bradley on Viz. On the character selection screen , type in (a. 

ise of censorship you'll have to guess what this says...} 'WHAT A 

T LOAD OF BO**OCKS". The border will change colour, atlowi" 

o skip levels by pressing 1-5. 



Firstly Mervin, please don't ever write 
to me again if you in tend to use your 
silly calligraphy pen. Though I realise 
some consider it an art form, I consider 
it an extremely silly thing, making sim- 
ple tasks such as reading letters turn 
into enormous half-hour long affairs, 
where various members of the office 
staff try to guess what the words are 
meant to say {of course, I forgive you 
thanks to your inlro!). 

Anyway, Dark Seed... Obviously 
there's no way for me to check that 
you've done everything necessary 
before the things you mention in your 
letter, but here's what you need to do 
from the given point. Once you 've ener- 
gised the stone, use it on the axe to 
make a hammer (save this for the mir- 
ror). Return to Earth and go to the car. 
Pour the scotch into the gas tank and 
slide behind the wheel to use the keys 
on the ignition. Cross the portal one 
last time and enter the space craft. Use 
the gloves on the lever to initialise lift- 
off, then run out side. After this, you 
should be able to get to the end with- 
out too much trouble. Good luck mate/ 

Dear Matt, 

I'm aware that there are some special 

codes in the excellent K240 that allow 
you to build faster than normal and 
such. Do you have these codes? 

Mr S Pearce. 
Nottingham 

Indeed, Mr S r I do have these codes in 
my position, and am quite happy to 

divulge the information as long as you 
realise I hat it really do-es bugger up the 

fun of the game, and I personally would 



recommend you play the whole thing 
without them. Oh well, r S', you've been 
warned... 

SKYSCRAPER J return.} turns the quick- 
huildonand off. 

PANEL [return] brings out standard but- 
tons onto the screen. After typing, 
rotate the asteroid once to activate. 
NASA [return! followed by a number 
gives you: 1 - Assault Fighter, 2 - 
Combat Eagle, 3 - Scout. 4 - Destructor, 
5 - Terminator, 6 - Transporter, 7 • 
Battleship, 8 - Space Dock, 
ICEMAN [return) freezes all asteroids. 
Repeat to turn them back on, 
WIDGET [return] gives you all the Sci- 
Tek blueprints. 

LOADSADOSH [return] 100,000 credits! 
ICBM [return] gives you four of every 
missile type, as well as four satellites. 
TELESCOPE (return ] makes all the aster- 
oids on the map visible, though you 
can't travel to any as yet 'undiscovered'. 
LEMINGS [return] adds 50 people to 
current asteroid. 
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CaiHiiiii DyruunojCJ in the l.'SA 
STEC (lie Slug 

ems RULE OKAY «9,W 

Iv-nii.in l J j[ .l/Pupcje 2 
Si,.i|\ .1111 1 Sweep 

WifRLDCTT Y.KAR.W HW.'W 

ScnKiblt' StKtfryCmsiLl.i'^iiiki.i ■ 
tihumpionvhip MkiiLijrtr'J.l 
t.'haiiipiomliip V1j.iuj;(.t94 

LOTUS TMLOGV S1B.M 

A50aF!20OLiHi»s 1.2 A3 

HLJMPER PACK 

JjWK.'tpriintl Prii/Llijih SteeV 
Cmssbow 

KIDS PACK SSM 

I'oslmuii l';il '. Iiii. i- 

f'jiuni DuL-liiila (No« Boxed). 
classic: imiaki) i ; vmks £7.w 

Ches^/Han;t£i!imni[in/Drau|!hts. 

SPORTS TOP 10 «N.W 

Wm-IJ Rugby/World So«erf 
I nl Ice Hnckey/lTil Tennis^ 
In1 Ii uck ttjiting/Wiirld Ciickei/ 
Carnage/Taa l'.-,mi Wrcsthnp 
Kcnnjr Dtlglish/f.i SnunchM. 

THE COLLECTION £l*Jf 

Cannon Fodder, Stiller 1 .. ChaM 
Engine, I'.: 



SPECIAL OFFER 



Monej Matters 



£29.99 




Alio Alio 

PefUHi* 

Jhm Power 

Mcuy Mullen 

Rjifipnn 

Hlnlni 

!iuhiiih.iii Comtfuidda 

I uur Dticciivt Aicncji 

A mil" 

- 

\i-V-. I .in- s. ,.| ,,.,11 
[X'lllik LJTJCI.-4I 1 

I >.iil;. Double ikirs..' Kucin^ 
Meteemiy ^iv<k I 200) 

Ketob n ml 

Sanui XM VSI -i «m 
SiLfM'ii-AO .i it ru il m^.-liiik 
IJikk Amek 

Nigel MunKlKAWOnjUn 
iirjlium I .r- !■ >~ 
BJidcI 
Spauc CruiuiSr 
1 1 ....-■ I - J H--.f> IIimikI 



ANY 3 FOR £10.00 

\n i 'i Qiesi 

Bullv"! SjKiUnig Darli 

I i.i .i.i . ft'.irriiirKut-- 
IKpiiinn 

I I i| "■■-,. I" 

Spikc in Tr^Tisilvunij 

sikH>i urn up C~<irk-.LTUi:Liiiii Kil 

S'.iil Muna^or 
Wodd flimnp. liming Mank^ur 

•■•, . nl- 
Pihif &. Dixie 
Cutonua ChtM s 
auol (A3«VllCiuV| 
l\i Soeca 

I lUlllJli-I .'i 

i ■ ■ ■ | . i 

.Ai-lHKfl Finhltr 
L'llimjJi! RMtc 

I I ,. . I, i ,k 
I .MuImwi 

I! ■• ■■ 

\l ir.lr 

TjflKI ClCMWlrfs 

Amic 2 



S6.9V Whert Orderini; Please Giw* Oiu; AUeniati\e ALwi Which Ami^a 



nHH tlUtmi 

ii.ni,-! mi 

llnU ii "Hill 

L i ... ■ 

art 


i 
i 

1&99 E 






( 

or 


1)32 

^IrnLlKi 1 nil i 
<¥-i 1 ««.!■ 

m Sunn.- ■ | 

K.-.I-I.I .Jlri. nl ha 
1 tm IIMHM 
1 . I'riviil 

Any 3 for £20.00 
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EX SOFTWARE DISKS 
50 for £10.00 Phone far 

100 foe £18.50 larger arnounts 

[ncludes Labels UK Only 

(iurnt^N Kilbject t<» iiviiiliiliility . 

A j?h<iiif tii H n-Ni'i-vi-'s your order 

Open *> I*ii.i - :■ n.i-k 

BJH) - SJO 

I'nti' mi. IVI 1 Hl'.Kl 

KwrofH.- -t- £Sj«> Ptr (Jarra.- - Ki'-l ..lihi- Wl.kIhtI t.i.lMI 

^■li'-li |irii"vi m;i> 'ar.v 

I hi-iju^-*. nr po^tuMink'rx r;i.h iilil..- ru Wk/arrt (inmeL 

m/iHHiiMlkVl MlKTHMJHIM HI). SI tttlKimn till. h.YOHKK VOI 1 TtV 






WIN! WIN! WIN! 
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GAMES! 



John Menzies 



John Menzies in association wHh IfiSiflbflQU Softwarej, 
the people who brought Syndicate (SNES) and Inferno into 
our homes, are offering one lucky person the chance to 
win loads of console equipment! What's more, their gen- 
erosity does not stop there! - 50 games from a selection 
of Ocean's extensive multi-format catalogue will form the 
equally Impressive runners-up priiesl These fabulous 
prizes are brought to you by 'aatmi top newsagent 
John Menzies, and EMAP linages, the leading light in 
video game magazines. Entering the competition is sim- 
plicity itself. Just follow these pointers: 

* Go into your local John Menzies store* 

• Pick up an entry form and answer the three easy 
questions on it. 

• Mark your name and address on the space provided. 

* Post your completed entry to the name and address 
stated. 

The entry leaflets will be in all the UK's John Menzies 
stores between 20/01/95 and 24/02/95 , so make sure 
you get down there pretty smartish, as the competition 
closes on the 4th of March 1995. 




HJHE 








F-Ull pil£B delails on enUy lorrn 



BREAKING AWAY 
FROM THE 



Ever wanted to sail into the sunset? Visit 
ports of call known only to grizzled 18th 
century sea captains? 

Then let our unique first-person 
perspective and stunning 3-D graphics 
put the wind in your sails] Swash buckle 
away as you trade goods, vanquish enemy 
ships and create routes to riches. Take 
time to gossip in local taverns, repair 
tanmmhall damage, and stoke up your 
crew's morale, (A little rum, perhaps?) 

Chart your progress with our authentic 
navigational aids, and revel in a woi L I 
long gone; Where fortunes are fiercely 
defended, and only skill stands between 
you and the deep blue see.! 

Features: 

• Variety of goods to trade and 
passengers to carry; 

• Command a crew of soldiers, sailors 
and apprentices. 

• Defend against pirates and enemy 
men-o -war- 

• Buy and enhance ships from 
several models. 

» Highly intuitive interface. 

• Dynamic pricing and political models. 

• Strong replayability. 





Travel ihe wwQ in mo/VP cfricku 



Impressions 



Vmt awtkpeett «i many tvnfinenk< 



Engage enemy .tbipt in reaiiifif Ma tttmiwt 



© 1994 Impressions Software, Unit 9, Princeton Court, hVUhain Koarl, Pulm-v. \ midon SW15 1AZ. 



IHM PC Ki.-mrnRho4* may vin 



P D ZONE 



Snow is falling. All around me. Children 
playing. Having fun. Right! We'll soon put a 
stop to that. Here's Matt Broughton to 
scare them all with his enormous PD. (I 
think you know what I mean). 
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ERIK 

F1 Ucenceware, Disk 
F1 -048, £3.99 

From Confused Pelican Soft- 
ware (the gent behind Mor- 
ton's Strikes Back, 80 percent 
last issue) comes Erik — a Viking on 
a mission. Looking very cute and 
playing like a sort of slower and 
more platform-based Qwsk copy, 
Erik is a very polished game indeed 
Your basic objectives are simple 
enough; just stay alive, collect as 
many points as possible, and grab as 
many gems as you tan to use as cur- 
rency when buying more powerful 
weapons from the occasional witch- 
es shops that pop up. It's standard 
platform fare, with spikes dropping 
on you, snails biting your ankles, and 
keys needing to be collected to move 
on to further levels. 

Most of the enemies in Erik are of 
the "set attack pattern' sort, with 
aimless platform wandering tactics, 
while the odd intelligent opponent 
chases you around the game area. 
Erik is armed with an infinite sup- 
ply of spears to lob at anything he 
fancies, though by entering the 
aforementioned witch supply shops, 
three-way shots, fireballs, shields, 
and all manner of helpful power-ups 
can be pur- 
chased. Other 
than that, it's 
really a matter of 
either getting to 
the key and exit 
as fast as possi- 
ble {there is a 
slight time limit) 

...and ran dawn 

to the pillage 
shop to pick up 
hit slaughter^ 

tkhrt. 



or trying to get all of the gems 
available on that level 

The game is excellent in most 
areas, apart from a few niggles 
with 'Silly play-spoiling features For 
instance, there are some areas on 
each world where, once you're in 
line with a certain level, an arrow 
will appear from the side of the 
screen and stab you, Unless you've 
got the Force on your side, or super 
cat-like reflexes, these invariably kill 
you, leaving an extremely unsatis- 
fied taste in your mouth {just like 
drinking Attrill's Imperial Sloe Gin, 
I'm sure). The only way to find them 
is to die- by-error, and never do the 
same thing again. This is all very 
well and groovy, but bloody annoy- 
ing if you're on your last life, hav- 
ing managed to avoid all the bad- 
dies, and then shuffled off because 
of a mystery arrow. Pahl 

Anyway, this is not an extreme 
pain, but when you have to keep 
playing through the same five lev- 
el s ju st to get hack to the I ast ' m y s- 
tery death', you start wondering 
just how long people will be both- 
ered to play. Pretty smart, but not 
exceptional. 

OVERALL: 77% 
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BEAVIS 'N' BUTTHEAD — 
BREAKING THE LAWN 

Online PD 

A few months 
ago we saw a 
Dangermouse 
game that was nothing 
more than a Hunchback 
clone (though quite a 
good one) with Danger- 
mouse graphics and a 
couple of relevant sam- 
ples. Well 8 'n' B is much the same, 
only this time basing itself around 
the Commodore 64 classic, Hoiwer 
Bovver, 

For anyone not familiar with 
Beavis and Butthead, they're basi- 
cally a sort of cartoon Wayne's 
World couple (not Biblical, surely? — 
Andy.), born of MTV, and heavily 
into Metal Music, slagging off pop, 
making money without having to do 






Crappy needlework is a well 
known cause of diarrhoea, i 




any work, and sniggering a lot. 
Especially while in school. 

For anyone not familiar with 
Hovver Bower, it was a simple yet 
enjoyable gardening game, in 
which you had to drive around 
increasingly weird gardens, mow- 
ing grass and avoiding angry gar- 
deners and mad dogs. All this while 
trying not to plough down flowers, 
crash into walls, or fall into ponds. 
Simple stuff I know, but hey! that's 
what classics were like back then. 

B V B really just puts the two 
things together, with a fairly accu- 
rate conversion and some nice sam- 
pled voice-overs and sound effects. 
The MTV sick sense of humour has 
found its way into the game, with 
bonus points being awarded for 
mowing over toads, and the two 
delinquents sniggering at you every 
time a flower is run down. Cool. 

This is the first Hovver Bovver 
copy I think I've seen, and though 
quite accurate as far as I can 
remember, does very little to the 
nostalgia buds simply because, in 
retrospect the game isn't actually 
that 'classic' at all, Shame. 

If you're a Beavis and Butthead 
fan, you'll probably get a few 
chuckles out of this, but other than 
that, there's no real reason to over- 
ly recommend this to you. 

OVERALL; 70% 



FRIDAY THE 



1 3TH PART X 

Software Expressions, 

No 0330 

rm yes, Well you certainly 
can't accuse this, of being a 
'normal' game, because to 
be quite frank, it's as weird as the 
idea thdt Andy might be attractive 
to girls. Not exactly scoring highly 
in the 'subtlety stakes', Friday the 
7 21b tomes complete with the hon- 
est banner, "Jason gets a bit bored 
of all the touring, and heads back 
to Camp Crystal for some senseless 
slaughter" Good idea, 

What this actually boiK down to, 
is a strange little game that looks a 



P D Z O 



R 



eaders, forgive me. I've 
committed a terrible sin. I 
condemned a piece of soft- 
ware to the back of my drawer 
without having looked at it prop- 
erly, and it's only now that I've had 
a clear out, that I've discovered a 
really excellent little bit of PD. 

Marbles is nothing new to 'PD 
Zone' in concept, being a puzzle 
game of the 'tumbling tiles' variety. 
The difference here is that while 
most of the general offerings try to 
succeed by adding tons of features 

— thus complicating things — Mar- 
bies sticks to just a couple of dif- 
ferent tiles, confident that the level 
designs will shine through. Well 
done. They did. 

If you haven't seen a game like 
this before, the rules are quite sim- 
ple, You control a marble that can 
roll, and has one simple aim in life 

— to get from a starting block to a 
finishing block, collecting all the 
jewels on that particular level. The 
only problem that faces said mar- 
ble, is that as If rolls on and then off 



MARBLES 







I that 



a tile, the tie 

any attempt to 

again will 

therefore 

route, making i 

have to go back 

unless you're a#jcw*4 t 
Ah! Yes, some of 1 

solve only after 

ers are poisoned 

ed at all costs 

bombs that destroy ffcc 

icons, teleport blodB 

away to that tile's 

with arrows that 

you to move on - 
Though the beauty of 

usually lies in clever kc 

Marbies goes one 

allowing you to swap so* 

tiles around the screen. So, 

you'd usually just have to 

which path to take, you 

tively have to lay the pat*- 
Believe me. rt"$ 
harder th : 

To be honest 
wouldn't general? 
a game like this too 
much of my time, but I 
found the game so frus- 
trating, yet rewarding, 
that I've spent 
time on this than most: 
of the other games. 

If you've rvever! 
played a game like this, j 
or even tried anything j 
vaguely puzzle-like.: 
grab hold of this imme- 
diately — you won't be \ 
disappointed. (Oh, did l 
munition there's an edit- 1 
ing facility as well?! 
What a barg!) 
OVERALL; 90% 
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ALIEN ATTACK 

Clique Development, 






£5.00 (£7100 for AGAU,,, 



T|op quality poo' is a phrase 
that instantly springs to mind 
the first time you load up 
Attack To suggest that this is 
the sort of thoughtless crap 
pes Public Domain software a 
name is an understatement, 
the authors have man- 
aged to combine unoriginal game 
speed, enormous and 
ici, and music that 
a four year old child 
his hands on the lower and 
of a piano, to create 
ttte most pointless Space 
ttr'Or. 
I fMf Hkc a bit of 
a grt far b e ing so 





th»s n a 
PD 

duett, but I think it 
best to nip them in the bud, as it 
were, because rf they intend to pro- 
duce any more software like this, 
they should thank about a career in 
the window ikfcanirnj industry. 

I loaded up the five level PD demo 
first, and as you might imagine, 
didn't find it exactly challenging. 
What with every th i n g moving at a 
centimetre *n hour, not to mention 



bit like A t ic AtM (an extremely old 
'room-to -room' game, young fans) 
but actually has best part of nowt 
going on. 

You're Jason and, armed with rf 
trusty blade and scary mask, have to 
make your way around a maze-like 
house, looking for young ladies to, 
er.,, well, knife to death, really 
(Would you mind coming down to 
the station for a quick chat? — The 
Dodgy idea police.}. Most of the 
identical rooms dre empty, but when 
you do find a young female, she sim- 
ply stands there, allowing you to get 
into position and, ah, introduce her 
to your utensil (that'* better! — TDI 
PD}. You get a hundred points for 
every death, and that's the game! 




Every now and I 
then you'll randomly 
come across a ran- 
dom policeman in a j 
random room, who'll 
do his best to shoot 
you. Needless to say, 
it's at this point that 
you need to turn 
around and sod off mucho pronto. 
The sound effects are pretty limited, 
with just the odd swipe or scream 
effect, while the background music 
is a sample of the excellent Flashback 
music (call in the legal department 
met hi nk s). 

The game is only worth looking at 
simply because it's so strange and 
revolting. There's no longevity in the 



Doniiid thought he'd won fir it 
prize in ITVs Kill Cilia' 
cam petition 

gameplay, Anti you certainly won't 
be glued to your screen for more 
than about 10 minutes (if that!), so 
it only remains for me to give it a 
mark. And that will be.., 
OVERALL. 59% 



a 'certain famil- 
iarity' with the con- 
cept, I completed the entire demo on 
my first go, only to be told that the 
'real' version was available by send- 
ing off five quid. I think not. 

The graphics are certainly nice and 
big, hut so what. Who real- 
ly cares if there's another 
Space Invaders clone. There 
are so many PD authors out 
there writing top notch, not to 
mention original, concept titles, 
we really don't need this sort of 
tosh any more. 
There are a few vocal samples 
in there, not to mention some hor- 
rendous music, but other than that, 
it's just 'left- right-fire' from hell. I 
didn't think we were likely to find 
anything as poor as Mr Blobby in this 
issue, but by buggery, we have. Andy 
(for once) was incredibly close to the 
truth when he saw Clique's logo, and 
wondered casually if the company in 
question was oddly-titled 'Caque'. 
OVERALL; 44% 



TOM SON'S LOCAL 

■ Online PD, 1 The Cloisters, Hal- 
sail Lane, Formby, Liverpool L37 
3PX Tel {0701} 834335 

• F1 Licenceware, 31 Wellington 
Road, Exeter, Devon EX2 9DU 

* Software Expressions. 117 Ken- 
nington Ave, Bishopston, Bristol 
HS7 9EX 

TeH0272) 425987 

♦ 17 Bit Software, 1st Floor Offices, 
2/8 Market Street, Wakefield, West 
Yorkshire WF1 1 DH 

Tel: 0924 366982 

• Clique Development, 13 Arras 
Close, Burton Road, Lincoln, Lines 
LN1 3UE 

(Cheques and POs made out to 
Roddy McMillan) 
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ncicd 
_ to a* 'Mr 
Sep', 'Mr Trendy' or Mr 
Pants'? Well now you can. (apart 
from the last one, which is just a bit 
of fun, gawd bless yd'} with our 
super-sexy PinbBll Illusions give- 
away extravaganza. 

Picture the scene there you 
are, walking down the high street 
in your new brown corduroys, 
white socks shimmering from 
above your grey slip-on Hush Pup- 
pies, smelling of Old Spice and 
clutching your stylish Saioshury's 
bag. Can you look any better? 
possible? Well sod me if you can 

We've got the latest in fine qual- 
ity merchandising just gagging to 
be spread across your back and lov- 
ingly penetrated by your arms. It's 
a jacket — but it's also a way of life. 
Watch now, as I get a bit carried 
away, going on and on about 
something that, though just a nice 
jacket in real life, suddenly 
becorjies an item of worship sim- 
ply because it's in one of our com- 
I petitions. 

Wow! Cor! And exclamation! 
Punch me squarely in the face if we 
hav*n't got one of the damn things 
, here, and though it pulses with a 
I life of its own, it could be yours to 
have and to hold from this day 
forth. But soft, what light 1 
yonder window breaks?" 
indeed <i load of Pinbafl " 
crimes also up for grab^ 
things possibly improve? YES! YES! 
YES! (you really should stop drink- 
ing all that coffee, Matt- Ha/.) For 



also there do exist man 
untold goody bags sumptuously 
layered with 2 1st Century toys such 
as hadges, posters, T-shirts, Jane 
Ashec and Dame Thora Hird. 

PERHAPS THERE IS A 
POINT TO ALL THIS CRAP? , 

It's not often that we really ask you 
readers to do much work for our 
competitions, but being a bit bored 
with simply pulling random win- 
ners from Jo's silver shoes each 
month, I've decided to make you 
sweat for your prizes. 

o, in a nutshell, to stand . 
chance of winning the superb gift* 
on offer, you must design your 
own pinball table. Yes, 

It doesn't matter whether 
they're hand drawn. Deluxe Pain, 
ed, or scrawled on the back of a 
dead relative, it's imagination and 
flamboyance we're looking tor 
here. The entries will be judged I 
a general 'feel good' rating, 
don't worry it yours is only black 
and white, you do still stand j 
chance even if you know that some 
Johnny Sadsod-Pickering has sent 
in a fifteen foot, full-colour poster. 

The first prize will be the jacket 
and a copy of Pinbaflfllusions PLUS 
,i goody bag, while five runner up 
prizes of game copies and goody 



les apply, etc, and 
u've got until the ' 
ith of February 
1995 to get your 
entries in - so ge< 
scribbling! 



SPECIAL MESSAGE TO PERVERTS 

Er. hello. Look, I know That some of yOM art a bit twisted, 
and the temptation to fill your pinb.il! table with naked 
Cheerleaders, all supple-bodied, warm, athletic, stretching 
their bnnies in ways that... ftf, sorry. What? Anyway, 
yes, as I was nearly saying, don't be doing anything 
rude on yOwr entries because Will b* printing the 
best of the bunch in later issues. Thank*. Oh, and 
sorry about that cheerleaders bit, Vou know how it 
is. Those downy thews gyrating, faster and faster. 4 
Coaches full of them. Calling to me! "COME _j 
TOME" they call. "COME TO Ml !" on and 
on. ringing in my head. Will they newer 
k-Liv<' me? Will they never go? (Efrri.. I think 
now would be a good point to 'accidentally' run 
\ out Df space on this p*ge Matt's collapsed - Anriy.i. 
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JOYSTICKS 
AWARDS 1995 



EMAP 

honours the greatest 
achievements of the 
games industry 
annually with our 
glittering Golden 
Joysticks awards. 
These prized trophies 
are honoured by the 
Industry more than any 
others - because they're 
the only awards that 
you, the readers, vote 
for. And the time has 
come once again for us 
to poll our readers. 
Simply fill in the form 
below and send it off to: 
Golden Joysticks 1995, 
c/o Marketing 
Department, EMAP 
Images, Priory Court, 
30-32 Farringdon Lane, 
London EC1R 3AU. 
Every entrant for the 
awards is automatically 
entered Into a special 
prize draw, and the 
winner walks away with 
£500 worth of software 
for his or her machine! 



vote now and you 
could win £500 worth 
of software! 
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BEST COMPUTER STRATEGY SIMULATION 

This category covers many several genres, specifically: racing simulations, flight sims and 

w^r games, Vote for your favourite of 1994 here. 



BEST COMPUTER STRATEGY/SIMULATION: 



BEST LICENSED COMPUTER GAME 

Which arcade conversion, officially licensed title or movie tie-in appealed to you Ihe most 

in 1 994? 



BEST LICENSED COMPUTER GAME. 



BEST ORIGINAL COMPUTER GAME 

What was your favourite game of the year which DIDN'T rely on an official license? 



BEST ORIGINAL COMPUTER GAME: 



BEST MULTI MEDIA GAME 

The huge storage space of CD-ROM has enabled programmers to create incredible 
software thai just couldn't be done cm a normal, floppy disc based machine, Which CD 
title would you rale as the best of the vearj 




BEAT MULTIMEDIA GAME- 



BEST ADVENTURE GAME 

The adventure game market has remained extremely strong over the last year with some 

very commendable releases for all compulers, Choose your favourite flare. 



BEST ADVENTURE GAME 



BEST ARCADE CONVERSION GAME 

Conversions of arcade games are as popular as ever ■ 

here 



vole for your favourite of 1994 



BEAT ARCADE CONVERSION GAME: 



COMPUTER GAME OF THE YEAR 

vvi 1 1 r : \ i ynrriR overall would you rank as the greatest of 1994'' 



Z 



COMPUTER GAME OF THE YEAR: 



SOFTWARE HOUSE OF THE YEAR 

One of our most prestigious awards Which games producer do YOU think has maintained 

the greatest quality and produced the best games in 1994? 



SOFTWARE HOUSE OF THE YEAR: 



BEST COMPUTER PROGRAMMER OF THE YEAR 

As well as bestowing awards on the software houses and the games themselves, we can't 
forget some cf the most important people m the Industry - the people who program the 

games Which i rdividnrtl -■■ rean- rj- yoi. rata as the bOLjl prt>cjmmmHr(Ki nff iho yn-a-? 

BEST COMPUTER PROGRAMMER OF THE YEAR: 



BEST AD OF THE YEAR 

A decent marketing campaign can be the make or break of a particular game or brand. 

Which advert in particular stood out for you? It could be a game ad, hardware ad - on TV, 
radio or in Ihe games magazines. 



BEST AD OF THE YEAR: 



PRIZE DRAW FORM 

Name: 

Address: 

Telephone Number: ... 
Machine Owned ,,,..,. 





Aladdin 



Publisher: Virgin 

issue Reviewed: November 1 994 

Amazing animation and gorgeous graphics in 
this platform conversion from the Disney 
movie. Shorter than some, but longer than 
your average magic carpel ride, Aladdin 
takes the Amiga by the scruff Ol Ihe neck 
and b*Uowa "A Whole New World' in hs face. 



Cannon Fodder 



Publisher: Virgin 

Issue Reviewed: December 1 963 

War, according to those wacky Sensible 
boys, ItaS never been so much fun, and we're 
inclined lo agree. It might look like a simple 
run around and blast everything affair, but 
there's a surprising amount Of strategy 
Involved 11 you' re going is make it to Hie end. 



Hi) 
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91% 



Publisher: Domark 

Issue Reviewed: February 1 994 

From Ihe Frenchmen who brought you Vroom! 
comes this, the official F1 lucent*:. Actually, 
il'S Vroom Deiu, encore vile, hut auec le fab 
two-player mode. F1 bulls might think it un 
peu unrealistique, mais lor the arcade lover, 
e'est encrdyabfe! NOh, walmentl 



90°/« 



Heimdall 2 



Publisher; Team 1 7 

Issue Reviewed: December 1 993 

Heimdall 2 is Ihe best of its kind. It'* got 
action, adventure and puzzle solving with a 
smattering of humour In all Ihe right places. 
Blood, runes, ores, magic, {but probably with 
a 'k') and added love irrtetesl in the shape ol 
Ihe saucy Ursula to keep you on LoWs tail. 



90% 



Alien Breed 2 



Publisher: Team 17 

Issue Reviewed: December 1 993 

Teem 17 returns to familiar territory with 

this, the sequel to the game that first 
established the company as one of Britain's 
leading Amiga developers, lis more ol the 
same but, bigger, busker and blastier . Some 
have complained thai lis too easy, Ihowflh-- 






i' 91% 



Banshee 



Publisher: Cora 

Issue Reviewed: July 1 994 

Banshae is a roller-coaster ride to hell- In a 
buzz-bird called Banshee. Test your Irlgger 
finger and powers of concentration in this 
Tora! ToraMasliC one or two-piayer flight of 

fantasy er,-, blowing things to kingdom 

come, tT» great fun, basically. 



The Clue 



Publisher: Black Legend 

Issue Reviewed: September 1 994 

Became London's next Mr Big without ever 
leaving your bedroom! Yes h The Clue is Ihe 
proof that crime plays! From humbli- 
lealary lo bigger blagues wiv' shooters 'n' 
slags, you've got to stay one step ahead of 
the 'Filth' and keep out ol the Sertlbbs. 



FIFA Int. Soccer 



Publisher; Electronic Arts 

issue Reviewed: October 1994 

FIFA's her* at ISSl and it's bloody great! A 

bit slow maybe, and rather too much diskular 
swap foolery, but nevertheless a solid 
attempt at pulling realism back into Ihe 
beautiful game. FIFA Is a totally different way 
of Stringing the old onion-bag. Trevor. 



Ishar 3 



Publisher: Due 

Issue Reviewed: September 1394 

ishar '» back and this time e'est Irolst 
Wohr.itajt the black dragon Is created Lard of 
Srth by true Powers of Chaos lor being bad. 
More silly names and ladCllul plot twists from 
our Froggy chums in this sequel to the 
sequel with les krt0&* e-norme, er... sur. 




Ch. Manager Italia ] [ Fury of the Fumes J James Pond 3 



Publisher: Intelek 

Issue Reviewed: March 1994 

Footy management spaghetti style, you get 
to conlrol all those Clubs with tunny names, 
Willi Its pochette friendly price and mollo 
Improued-o running Speed, this game brings 
you all the passion 01 Italian football without 
the gifty on-field play-acting! 



Publisher: Mind scape 

Issue Reviewed: January 18B4 

A vexation ol voles? Rile* Of rabbits? A pique 
Of pine-martins? A Seethe Of Sloats? A bristle 
Of badgers? A miff of marmosets? No, not 
realty, Just a great platfOf m/puzzler featuring 
some small furry animals. It's addicUva, it's 
tun and it'll test your reflexes. 




Publisher: Millennium 

Issue Reviewed: June 1994 

The third Pond platformer Is huge. And 
bloody last. In operation Starfish Pond 
weighs in with a leaner meaner Connary of a 
performance to set against his Dalton In 
Robocod. OK, so there's less colour, but 
there Is more character and more gameplav- 




Bubba n' Stix 



Publisher: Core 

Issue Reviewed: January 1 994 

More plafformular near-peifecllQn from Core 
with this well designed and beautifully 
programmed game. A bH on the brief side, 
but as original as a young while trash meets 
magic piece Of wood, meets bad blobs In a 
Irldcy-situatiOn-tyue of scenario can be, 




Genesia 



Publisher: £~ TJeW_£~Hlaek Legend 
Issue Reviewfib^y/ ,1 •■ Cleeember 1964 
Good Lord, It's a tad expensive, bul by crikey 

'US the best ever HPG in the sacred board 
game style, featuring dragons, er some 
crystal, and the usual gang ol consonant- 
heavy characters Stuck In a tricky situation 

with an evil wizard. 



Publisher: Team 17 

issue Reviewed: December 1993 

Huge EOCielybuHdIng thing, similar to The 
Settlors, bul not as easy to get In to Straight 
away. Start off with a tiny tribe, and watch 
your civilisation grow into something mat 
makes Ihe Roman Empire look like ■'< chain of 
Cheap Pizza Restaurants 



Jungle Strike 



Publisher: Ocean 

issue Reviewed: December 1 994 

Helicopters galore, but not, it must be 
owned' up to, all that much jungle, in this the 
roeketwontiy successor to Desert Strike- This 
is Comanche territory, so it may come as * 
surprise 10 learn lhat we can recommend It 
to you without reservation. (Ooh!) 




Bump l n' Burn 



Publisher: Grandslam 

Issue Reviewed: June 1994 

It's 3-D racing time as this Super Mario Kart- 
wllh-knobs on screeches Ohio your Amiga, 
TT Racing in a eartoon styley, plus some bad 
weapons make this game a must for all those 
who thought that all Scataxtric ever lathed 
was a nice bil Of mindless violence. 



Elfmania 



Guardian 



K240 



Publisher: Renegade 

Issue Reviewed: June 1994 

Kombal comas to the Ehf' Kingdom and gats 
IIS teeth kicked in by a girl wtth pointy-ears! 
Elfmania makes Other beal'em-ups on the 
Amiga look pretty crappy and the introduction 
of strategy is truly Inspired. We ware 
completely gob-smacked! By some Fairies! 



Publisher; Acid Software 

issue Reviewed: November 1994 

What's Ihls. am original CD33 game that's 
got oodles of playabflily? Yes, it's hue!! 
Guardian is the flame that CD owners have 
been wailing for, and an absolute (0y to play. 
You are In Space and have to shoot up 
baddies, it's like Defender in 3D, apparently. 



Publisher: Gremlin 

issue Reviewed: May 1994 

Papulous with asteroids, that's what this Is. 
Begin on your base asteroid, then explore 
space to find some more. Colonise them. 
Exploit them. Zap every alien in * race for 
galactic domination. Build fleets, trade 
thine,*, mine stuff. Oh, how we loved it, 




a 



Vb 



Stuck for a suitable stocking filler? Brow corrugated by the capaciousness 
of your turkey's periproct? Pockets continually lacking the plumbnessness 
to purchase so much as a bean, my dearest Mr Fuzzy wig? Well, you won't 
be able to afford any of these delicious games for Christmas then. Shame. 



Kid Chaos 



Publisher: Ocean 

issue Reviewed: August 1904 

Crazy story, crazy gam*. The kid Irom lit* 

cretaceous age clubs througri platform* like 
a hungry T-Rei after a jet-propelled cow. lis 
parallax paradise and the only game more 
Salisfyingly violent than hitting a hank of 
stinging nettles with a big slick. 



Out to Lunch 



Publisher: Mindscape 

Issue Reviewed: July 1994 

His cupboard is bare, and so poor Pierre Is 
Chef is on a tour around some exotic 
locations Cer, apart from Switzerland) to re- 
stock hi* larder. Qui to Lunch Is a tasty 
platform patisserie with sprites that take the 
biscuit. And that's no word of a pie! 



The Settlers 



Publisher: Blue Byte 

Issue Reviewed: December 1993 

Your typical god game, but this time wilh liny 
wee folk. Cute, A medieval setting for your 
diminutive Charges as 1hey build things, do 
things and keep rivals at bay. Try leaving 
them el il ail nignl and see what Ihe little 
blighters have achieved by Ihe morning. 




r r 
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UFO 



Publisher: MicroPros* 

I ssue Reviewed: December 1894 

'Hello Planet Earth' say odd- looking blokes 

with frog-spawn lor guts, 'Eat lead you 
fiends from another world, you', replies 
Porky Pig. Nol really. It Is up to you to save 
Ihe- plane! though, and thai takes strategy, 
dosh and whole ice-cream scoops of death. 



90% 



Liberation: Cap. 2 



Publisher: Mindscape 

Issue Reviewed; December 1 993 

A brilliant, atmospheric RPG with one ot Ihe 
seriesl intros ever! Really shows off the 
capabilities of Commodore's CD31 to the full 
and needy as nice on Hie A1 200, Basically 
you have lo tind out what's going cm in this 
big city where the rebels have gone bonkers. 



PGA Euro Tour 



Publisher: Ocean 

Issue Reviewed: December 1984 

The best goH sirn by about 440 yards, and 
bags more fun than the real thing, which Is 
admittedly, not a very hard thing lo be- Mow 
thanks to those lovely Oceanographeis, you 
and your friends need never touch Woosie's 
horrid Welsh niblick again, Hurrah! 



Skidmarks 



Publisher: Acid Software' 

issue Reviewed: January 1 934 

Superb racer In yer isometric perspective, 
this game Is only a duffer if you play alone. 
You see, Ihe computer cant are all crap. 
Skidmarks eh? I'm surprised I've managed 
lo get Ihis lar without making a 'pants' joke, 
But than I'm feeling a bit browned off.,, 




Universe 



Publisher; Core 

Issue Reviewed: September 1 993 

Universe has more puzzles, than a 
gargantuan helping ol enigma pie, and more 
changes of pace than Mr Said Aoulta, It's 
got bags of hot arcade action too, so If yov 
like all three then you'd best stop reading 
this toth and go out and buy it, hadn't you? 




fa 






Mega Motion 



Publisher: Black Legend 

Issue Reviewed: April 1994 

Simple concept, but brain-taxing puzzles that 

reminded us a bil otBoulderdash without 
being derivative. Only available as part of a 
twln.paek with Statlx, which we rated al a 
'noi.qurte-goed-enough-tor.Recorri mended- 
bui-stni-prftitvfab' 84%. Stonklng value! 



Puggsy 



Publisher: Psygnosis 

Issue Reviewed: Match 1 994 

On the surface Puggs* looks like a slow 

piatrwmer wn* no* much going on — Which It 

isn't. Cipetfaawtt, if you will, with the Total 
and you'll discover a 
arcade adventure, with 

fan-tastx. graphics and sound. All right? 





Simon the Sorcerer 



Publisher: AdventureSoft 

Issue Reviewed: February 1 994 

The Bat* at Adventure Sol take on the 
Yankee might or lucasAit* and Sierra with 
this humorous graphic adventure — and 
lose. But only fust. The interface just isn't as 
good. The puzzles are tough but don't let 
that put you off. 



89% 



Uridium 2 



Publisher: Renegade 

Issue Reviewed: November 1903 

Souped-up C64 action with 32 colours, SO 

frames per second, multi-way scrolling, 
power-ups and a dreadful case Of hyperbole, 
For die-hard blasting fans Unldlum 2 Is a 
dream come true, for Ihe 'est US a silly made 
up name and Ihe second arable numeral, 




Mortal Kombat 



Publisher: Virgin 

Issue Reviewed: December 1 993 

Arguably Ihe most accurate coin-op 
conversion ever. Everything from the original 
arcade version Is here: the graphics, the 
gameplay and the gore. Until Elfmania, this 
was the best ol its kind on the Amiga, and It 
still lakes some beating! (H», Hi), 



$jg.JP 89% 



Putty Squad 



04**1 



System 3 
August 1 994 
knocks several buckets of poo 
to 34 levels of squishy 
is more squishy blue fun than 
a-squeezin' things In a 
s trousers. Probably, Long lasting 
family. 




Super Stardust 



Publisher: -^ ffJnHj^ Blood bouse 
I ssue Review*^/ / " December 1 904 
Super Stardust, then. O even the now- 
budgelular Stardust are the ultimate 

Asteroids clones. Th*i< graphics kiss your 
eyeball repeatedly and whisper. 'Come With 
me Earthing, and I will show you the 
meaning ol pleasure.' Wan ay hey! 



Wiz 'n' Liz 



Publisher: Psygnosis 

Issue Reviewed: November 1993 

Another game that's so much better with 
two, this okay-lsh cute platformer If 
transformed when the both of you do It, 
Compete for the collection ol coloured 
rabbits In a magical split-screen race against 
the Clock. Now a budgety £12,09, by crikey. 



90% l-v 










On the Ball 



Publisher: Dare 

Issue Reviewed: September 1994 

The only thing OTB lacks is Brian Moore. 
Fresh as a daisy and as deep as a devil's bit 
scabious, here's a looty management slmto 
wander through wearing a big shirt, to linger 
in and make a fragrant posy for your 
sweetheart with. 



Ruff 'iV Tumble 



Renegade 
August 1994 
man 'ft' m the una? Ruff 

so that means mayhem 
tor m« likes of me 'n' 
> mchaelangelo's best 

p e ed , because it's ngM at the sharp end of 

the platform renaissance. 




Theme Park 



Publisher: EA 

Issue Reviewed: October 1994 

Longieat schmongieat, Alton Towers, Alton 
Showers mora Ilka! Euro Disney, c est 
Eurodlsmel! How do I know? Because I've 
licked Theme Park right down to Ihe slick 
and tasted Sim heaven. What's more, I have 
sniffed the bottom line and il Smells lovely, 



Zool 2 



Publisher: Gremlin 

Issue Reviewed: January 1994 

Another sequel, More ol the same and yet. 
Oddly, batterer at the same time. Zool's gel 
more Character, he's better animated and a 
lot less frustrating to control. And Zool's got 
Zoo* to*! That's h|» e|r|f , Not more than one 
collection ol captive wild animals. 




K ' 
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*- YOU WILL NEED: 

t a sharp knife, a length of cardboard toilet-tissue tube (uit one only par cracker), a small jar of 
French ectoplasm (or salivary amnelase will do), and a folly functioning liver and small bowel. 



. — . _ . — FOLD ,_._. — . — . — ■ — .- 

! | 

By using ijhe guideline fold mi K' a* a ditch or djlia, and the crenellated 
top-piece 'ft' m the prongmaiter, you can re-usejthii template to | 
manufacture «gm< tradition*} P*P*r "owns. Th*l dotted line» at 1A tart 
alio be scored lightly with ■ ehlsel, id that the tjaditwnel paper h»^ rip* 
traditionary as won ** it is placed on the trsditfcnal head. i 



For your hilarity, glee and last- 
ing joy during the festive sea- 
son. The One is proud to pre- 
sent the very latest sensation, in luxury 
en-tissued gifted tubes. Using our 
unique recyclable template system 
The One's Christmas Cracker empow- 
ers you to create your own highly 
explosive Xmas tableware, that you 
will want to use again and again, 
Simply photo-topy this page as many 
times as you need crackers and follow 
the simple instructions. Christmas 
Dinners will never live up to your 
expectations again! 

Assemblage *~ 
Instructions: 

1. Take the corner flap 'A' and bend it 
toward* the Oragonstonf review. 
Now, while pressing the adhesive 
flange, r K', with the thumb and fore- 
finger of the left hand, scoop th* 
trusses along the trailing edge 'B' 
with a small caramel spoon. Take care 
that any nervous pets are well cared 
for, while you are reading whether 
Sensible Golf is as good as PGA Tour. 

2. Cut the slapstick out of comedy, it 
hasn't been funny since Laurel ft 
Hardy. Fold the magazine so that part 
1 of our massive Chaos Engine 2 WlP 
is clearly visible- 3. Cake the nr" 
shaped spars at T' in a solution of 
pipe tobacco and intestinal chine and 
leave to set. Plane with a moistened 
hobgoblin until smooth and then 
towel-dry vigorously until all the st il- 
ia have become erectile. 4, Examine 
Shadow Fighter closely before buying 
any other beat 'em-ups- 5- Select the 
Partridge, 'P", and Pear Tree, T', and 
place v inside 'V about halfway up 
its length using the slats provided by 
the Skeleton Krew (probably). 6- Take 
a length of timet (not in el.) and wrap 
around the Christmas Tree (not incl.) 
with a generous spiralling motion (er, 
not incl.), 7. Immerse the festive 
decaks In a saucer of tepid water (not 
incl). Slide them from the backing 
sheet and press firmly to the area 
Shown in 5rg 2 (not shown) using a 
wad of turquoise cotton-wool swiped 
from your mum's dressing table. 
Remove decal shreds from fingers, 
clothing, close personal friends and 
cotton wool, suffuse with white spirit 
and ignite. 
a. Allow 28 days for February. 

I -^-y^ Season's greetings to 

VLyLrJLS please rejerwe- me a copy 

I Nine — ■ 

-^1 Address-—.. -■ 



Crimp dcliun*ijr 

from fight to Irh la 

in* rhythm of 

al the it»n. 
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ignore unktt wy, *•*? ltupW 

Crap Compass 

Ever wondered haw the 
Royal Marines locate cam- 
ouflaged vdlIis in the 
dark? Or hum the SAS 
finds the time *t> oper- 
ate the national airlin* 

of Belgium? It may 

have something to do 
with Spigg* Miniature 
;nmpju. Perfect for the 
handbag or dash-board 
(glue not included), this 
handsome, practical bem- 
ion means the only hearing 
you'll aver lot e i* likely to be 
from one of art* number of electro- 
mechanical devices when friction ii 
constantly taking plate. jd/ 
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Wax lips 

Based on the popular, hut 'not very funny' American comed- 
ienne'* famous New-York Jewish muckers, these cheery cherries 
will bring a raby smile to the facet el the most ierl-ous 
physics and chemistry student*. Alio available in a range 
of today's- colour* for disc-jockeys and the minor clergy. 

in IIm wnh orlrrt* 

C^t the spinning *ha$e opposite jrloht) ' 
f rnmrthe pro-printed guifet line (below), / 
Pi^rcp the ehonite certli'e loop with a /i 
knittiog needle (number 1*1, and insert 

a ^pent 1 2 bore cartridge into the / j|3 
freihlj) minted voidling. S»iin ilavivhly f 

u nti I 'any Dfth* selectedr punchline! 

comesjto reit against the Jf ire-engine " 

red arrow provided h^reinunder. 




With *»au»age' 



BO^'» 



,'sva* 



Black Beauty? 

h's black, iff moulded in finest Hortg Kong 
plallk, but which popular farm animal is 
it? Keep younger family members nmuirrJ 

for boon with this chewable fsrmvard quli 

on five thing* which could be leg*, hut one 
of which Is probably the tail. 

FOLD 



CLEVER JOUtE^ ^ 
RAINlDOMISJER 

& rtiqtto make*- 



\ 



\ 



What mafes something funny, 
S or indeediwist? From now,on, 

you decide! Just pick any djnm of 
. the interchangeable words or 
phrases listed below, and thj"rt 

using the nah dornis * r *PP° si t e ' 
/ apply repeatettly until amusing 
I i and/or sage. Adhere with gusto tjo a 
rJleafed joke or adage paper (not Incl). 



| Qn+ every montk- 



Doctor- Mel lo*Yvletrde log<Sea kelfi-ls a obw 
not a door ■Marimbas -Which little piggy went 
to market'Eisteddfod '1 sayDjork- lellyOK 
Fruity -TMordake Earl of Fifa'i'rn Mandy fly 
me ' legging* ■ which > whin -why who* with- 
er-whence' wattle ft daub'Cod^ j^ 
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™t as close as you're going to 
get to a true RPG on an Amiga. 1 

.Crystal Dragon... accurately repre- 
sents the board game style/ " 

'-..more of a test for adventurers than 
ever before. 



involving RPG. 

...Pans of RPG s should add Crystal 
Dragon to their collection. 



' lilat-k Legend Software 
Fulling Mill Barn, Fulling Mill Lane 
Welwvn, Herts AL6 9NP 
IcIl 043S 04OO03 







fln.-Kina*:'- 












Wain pack a BIG GUN wilh enough 
ammo lo leiel a ciiy? Tau gut IL.J 

Wanna massakre serious lv osvkotic 
Pssikogenix mutants and gel paid? Toil 

mu 

wanna blast vw way through Die 
sanaqe sacrei zincs, deadly Krewlraps, 
mad' n' bad buildings and hideous 
end-pl-levet Psyhos comprisinn G 
HUMUNGOUS levels oi 30 isomeirik 
karnage * and wear a spectacularly 
se ii, hvperhitek, Big Ordinance 
Neulralislng Exo Skeleton to Hoar? 





Well iau got It all hut only H you 
loin Spine, Joint and Bib. 
otherwise known as the SKELETON 
KHEW, in their HKl oiltRAGElus 
blasttesl!! 

Up lo two players. 



Available on: 
Mega Drive, 
Amiga 1200 
&C0 32 
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